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"Sssh!.." 
"Sssh yourself, 

and slop 
fidgeting!" 
Sardines en 

page 39 



9 Ol! 

And now, The News, read by... you. 

1 3 PREVIEWS 

A glimpse of the games that'll be 
grabbing you in the, erm... future. 

16 COVER DISK 

Find out how to, urn, 'eat' the large 
rectangular plastic chewy bar 

sellotaped to the cover. 

1 9 LETTERS 

ZERO raids the Wl sorting office in 
search of steamy epistles. Good Lord! 

20 UNDER WRAPS 

Take a trip with David Wilson on Delphine's 
Cruise For A Corpse and discover who 
really killed Laura Palmer... 

23 COMPETITION 

Design extra levels for 
Psygnosis' Lemmings 
and become rich* on 
(omous overnight! 

24 DIY DTP 

They say that there's 
a novel in 
everyone So if 
you've got a 
fanzine lodged in 
your large intestine 
check this... 



29 REVIEWS 

Feast your eyes on these: 
Turrican 1, Deuteros. 
Prince Of Persia, 4-D 
Sports Driving. Blimey 




Windscreens... WINDSCREENS! 
I knew we'd forgotten 
something! Page 29 



56 CHIP SHOP 
BOYS 

Ex New Age hippy 
producer goes Dance 
crazy. But enough about 
Dovid McCondless, here's 
an interview with a Mr. 
Williom Orbit (otherwise 
known os Bass-O- 
Matic). 

59 ARTIFACTS 

Ian Harlinq hongs out 
your pixelloted 
daubings for everybody 
to see. Yuck... 



60 CRYSTAL TIPS* 

'And Alistair. Don't throw yourself off a 
cliff just yet, we've cracked Cadaver) 

69 COMPETITION 

Go Scaleccy bonkers with Ocean in the 
exclusive ZERO giveaway! 

70 ADVENTURES 

Mike 'Gimme a razor and I'll kill tt' Gerrord 
with Beards Tale III. Or something. 

77 DEJA VU 

You ain't seen nothing yet... Or have 
you? Spook I 

74 BUDGETS 

Now children, let's take a look through the 
impecunious window... {Steady on I) 

CONSOLE ACTION 

cheerleaders gel their 

I off in our American 
Footie spesh! Blimey, is 
thai the end of my nose 
poking out of the 
window? 

86 

COMPETITION 

A sexy portable CD 
is up for grabs, 
courtesy of Digital 
Integration... 



93 YIKES! 

Win a Glan Y Mor 
Leisure Park bodge! 
Read o short play by 
Patty Bonetl It's a 
complete load of crap! 



42 UNDER WRAPS 

Veklor Grofix invite you to lubricate your 
wibble stick with a bit of fhree-in-one: 
Space Shuttle Simulator, Death Or 
Glory and Killing Cloud... 

52 DOSH EATERS 

Is that a pocketful of loose change, or are 
you just pleased to see me? 

'Subject to having completely loaded 
parents. 



101 SUBSCRIPTIONS 

Join the ranks of subbers and get a free 

game and 12 issues! It's a steal! 

102 MAIL ORDER 

I was a ten stone weakling until I sent 
off for an exclusive ZERO T-shirt - now I'l 

a ten stone four and a half ounce 
weightlifter! Cor! 



GAMES LIST 

REVIEWS 



Game Boy 

Ho 

Tale III Interplay/EA 

39 BattleTech II Inlocom/Aetivniort 
54 Car-Vup Core Design 

54 Chip's Challenge US Gold 

32 Craih Course Spectrum HotoByte/ 

Mifroriofl 
52 Cycle Warriors Talsumi 
36 Deuteros Activi^iou 

40 Excalibur Virgin 

77 F- 1 9 Stealth Fighter MicroProse 
85 Fortress Of Fear Game Boy 

49 4-D Sports Driving DSI/Mindicope 

52 Gun Frontier Toito 

74 Hitchhikers Guide To The 

Galaxy Virgin MoworWonic 
87 Impossible Mission US Gold 
87 Indiana Jones And The Lost 

Crusade US Gold 
77 Ishldo Accolade 
77 Jock Nicklaus Unlimited Golf 

And Course Design Accolade 
90 John Madden Football EA 
74 Leather Goddesses Of Pheboi 

Virgin/Moslefrontc 

53 Lightning Sword liem 

74 Mh>29 Soviet Fighter Codemaiters 

50 Norc Salei Curve/Ocean 
50 Narco Cop Dinom,c 

46 Pansa Kick Boxing Fuk,io/US Gold 

87 Paperboy US Gold 

35 Prince Of Persia Broderbund/ 
Domotfc 

88 Robio Lepus Special PC Engine 
53 Space Gun lotto 

30 Turrican II Rainbow Arts 



PREVIEWS 



Ac'ivi»ton 

1 3 Hard Drivin' II Domark 

14 Hard Nova EA 

1 3 Insects In Space Hewson 

14 Jahangir Khan Squash Kryialts 
44 Killing Cloud Imogeworki/Mirrorioft 
14 Revelations Krysolii 

42 Space Shuttle Simulator Virgin 

1 3 3-D Construction Kit Domark 
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i fit oniy niqni simulation to provide 
100, complex missions over four 
intense baffle scenarios. 
The only flight simulation to provide 
detailed daily war update reports. 
The only flight simulation to present 
the latest in aerodynamic technology 
introducing ECOP cockpits, 
backwinder AAMS. supercruise, 
stealth and more! 

F29 Retaliator is that flight simulation 
F29 Retaliator presents the fastest 
and most detailed graphical 
environment ever seen in a flight 
simulation. With multiple internal and 
external viewpoints, multi-player 
comms option and a wide range of 
difficulty levels 

F29 Retaliator will suit both the 
beginner and the expert pilot. 
You have the choice of two of World's 
most advanced aircraft - the F-22 ATF 

and F-29. 

\ 



Our chopper tailed-out after taking a hit.. 



mm 



V V 

I STRATEGY AND ARC A 
I ACTION Wr one or two players. 



Take on the role of t|je desperado with a 
heart of gold; Billy himself, or his ex-bes! 
friend, sharp shooting, law abiding pillar 
of the community, Sheriff Pat Garrett. 
As Billy you must survive by your wits. 
On arrival, check out the town, the men 
you think can help you, where the big 
games of poker take place, is the bank 
worth taking or is it going to be too hard 
to crack? 

The other side of the coin is Pat Garrett. 
You must track down Billy using all your 
cunning. The payroll train is due to 
arrive... do you take all your deputies or 
leave some to keep an eye on the bank? 
And when you find Billy you will meet in 
the final showdown. ..now the guns do the 
talking! / 



the pilot won't be leaving the ground 
again. Now I have to lead my weary 
platoon back to our lines through the 
jungles and paddy fields. Entering what 
appears to be a friendly village, only to 
find it is a cover for a guerilla faction, is 
just one of the things that helps our 
insomnia... that and the elusive psycho in 
my squad - 1 gotta figure out who he is 
before the morale factor becomes our 
worst enemy. Jeez, will this stupW war 
never end! 

Sensational graphics and a game-play 
that will have you sweating on the edge ol 
your seat.. .every move you make, every 
decision you take may not only be the last 
for yourself but also for your platoon. 



FIRST INTO BATTLE... < 
LAST TO LEAVE \ 
Control the"Maular" Assault Tank in one 
of 16 scenarios in the ultra war, (ought 
between two nations in the new World. 
The latest phase of the North/South war 
has reached a stalemate, eventually 
developing into a standoff between 
armies massed over a long, dug-in 
battlefront. Such are the defensive 
capabilities of each side, full scale attacks 
are suicidal, so any offensive moves are. 
by necessity, small "behind the lines" 
actions performed by elite troops in 
specially designed vehicles. The Mauler is 
the latest such machine - capable of 
being lifted in and out of hostile territory 
by fast stealth choppers and armed with 
the most advanced weaponry the 
Northern scientists can devise. 




WHEN YOU'RE THE BEST , 
EVERYBODY WANTS TO 
STICK ONE ON YOU. 
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ACE...ACE RATED 973, CU AMIGA...SUPER STAR 95%, 
C&VG...C&VG HIT 95%, THE ONE...95%, ZERO HERO 93%, 
GENERATION4...97%, TILT...95% 

Electronic Arts 1 1/49 Station Road Langley, Berks SL3 8YN Tel: (0753) 49+42 Fax: (0753) 4667, 
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ON THE 
GRAPEVINE 

• Activision is currently working on a 
revolutionary new adventure system... Erm... 
be sure to watch this space for further 
details... Pom pa pom... 

• US Gold hos announced the releose of a 
lucosfilm 'limited edition dual pack'. Therein 
you'll find a copy of both Zak McKracken 
And The Alien Mindbenders and the 
really rather good Indiana Jones And 
The Last Crusade - The Graphic 
Adventure. It's available on ST, Amiga and 
PC (supporting Ad Lib and Roland sound 
board}. Look out for it in the shops nowish. 

• The skill graphic adventure bods at 
Delphine hove hinted at the subject matter for 
its future gomes Cruise For A Corpse is 
scheduled for o March release (which you 
can read oil about in our Under Wraps, 
page 20) and Future Wars II is destined 

to oppeai by the end of the year. The next 
'Ctnematique' game will be based around 
a Lord Of The Rings style scenario. As a 
bit of a departure from previous successes, 
an 'arcade' style gome is also planned from 
Cinemotique mastermind Paul Wisset. 

• The Grapevine award for most delayed 
product is currentlly held by Ocean's F-29 
and Lost Patrol. Now Epic is shaping up 
as a bit of an 'F-29 |ob\ EA's bid for the 
lop seems to be Bullfrog's sequel to the 
classic Populous, or... the imaginatively 
titled Populous II, now expected to appear 
in September. 

• US Gold have announced further titles 
from its Sega licence deal. These include the 
coin-op smashes Bonanza Brothers and 
Alien Storm 

• Also on the coin-op conversion front, 
Domork's latest titles on its Tengen label 
include Hydra. Thunder Jaws and Skull 
And Crossbortes. 

• Graftgold - the guys behind Simulcra, 
ore to have their next project published by 
Virgin. It's an RPG game by the name of 
Realms 

• Mirrorsoft have exciting things in the 
pipeline including Vivid Images new gome. 
The First Samurai (on the Image Works 
label} and Cinemaware's newies Roller 
Babies. The Enemy Within Stoy tuned! 




ue to "disappointing early sales" 
of the new Lynx colour hand-held 
console. Atari has announced a 
50 quid price cut. Despite the current 
advertising campaign, the company has 
decided the high price has been putting 
off punters. In the light of this, Atari has 
decided to snip the price from £179 to 
£129. Erm... this is because Atari sees 
the cause for poor sales as being a 
reaction against the high 
price. Another 
reservation 
was the 
lack of 
software 
back up 
the Lynx 
was likely to 

receive. Well, Atari has commented 
upon this too, saying it's getting much 
tougher with the software bods and 
hopes that twenty titles will be available 
shortly. Don't hold your breath. 






PICK UP STIX 

Joystick manufacturer Spectravideo 
has just announced the release of 
two new joysticks to support the 
Nintendo. The Ni. Pro will sell for £19.95 
and the Ni. 5 
for £15.95. 
Both 

feature all 
mod cons: 
the more 
expensive 
stick boasts 
ten microswitches whilst the 
Ni. 5 has six. Both also feature really 
weird LEDs that flash when you press 
the fire button etc. to solve all those 
arguments about whether or not you 
actually did press that button before 
you got blasted to jiggcry. In the 
meantime, having dropped Konix 
Joysticks from its range, 
Spectravideo is also to launch a new 
range of British made stix under 
the name of Logic 3. Says 
Spectravideo boss Ashvin Patel 
of the new range, "Our products 
will be the BMW of the joystick 
market". Let's hope this doosn't mean 
they'll be ludicrously expensive, largely 
manufactured in South Africa and have 
their badges nicked all the time. 



BUDGIE ROUND UP 



Liverpool based Psygnosis has announced that it is to turn its hand to the budget 
market with the announcement of its own budget label - called Si?zlers. 
Games will be priced at either £7.99 or £9.99 and will include games from 
Psygnosis' back catalogue and certain choice titles licensed from other publishers. 
Ten titles lined up to kick off tho new range include the classic Blood Money, Menace 
and Baal. 

Meanwhile, the latest titles on Electronic Arts renamed 'Star Performers' label - 
retailing at £9.99, include Chuck Yeager's Advanced Flight Trainer, Skate Or Die and 
Ferrari Formula 1. 

Not to be outdone, US Gold is about to 
'create' a new label - Kixx 16-bit. The new 
range will retail at £7.99 and will commence 
with Barbarian II, followed by 
Thunderblade and Blasteroids. US Gold's 
original 16-bit budget label, Klassix, wi 
co-exist with the now label, but will 
both continue at its £9.99 price point 
and add some games for £14.99. 
These games will be more complex , 
strategy or adventure games. 





CO 



udget bods the Codemasters have rocked the industry by claiming 
they are "bigger than the Beatles". The foundation of this claim was 
the revelation that during one particular week, the Gallup chart 
showed the Codies not only on top of the chart, but also having outsold 
'Ocean, US Gold and Virgin put together!". The Darling clan also conclude 
from this that they are the 'nation's favourite software house'. The 
'Beatles' claim has led to hordes of Liverpudlians buying Codies games 
just to burn them in protest. Oil will resist the temptation of expressing 
the desire for the lovable Codies to continue this analogy and meet the 
same fate as John Lennon. 
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System 3 are recognised as Europe* leading True life animation arcade quality backgrounds, 

onginal game publishers This is a 4 double sided disc product - giving the 

Last Ninja Remix has the best graphics yet seen P la > er lne ultimate challenge for a martial arts 



on a 16 bit machine 



arcade adventure 
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INSECTS IN SPACE 

Swatting flies and pulling the legs off ladybirds may seem cruel, but 
they're only insects after all. Presumably the deadly insects who have 
invaded the earth - in this conversion of a C64 smash - would use much 
the same excuse about killing humans. They've hit on the brilliant game 
of picking up babies and dropping them from a great height. Sounds a 
laugh, unless you happen to be one of the babies of course. 

These babies' only hope of avoiding ending up as the raspberry jam 
on some arthropod's sliced granary lies with Saint Helen Bak, Arch 
Leader of the Motherhood. Not the sort of name that would spring to 
mind if you were looking for a saviour of the human race, perhaps. 
However, Saint Helen is more than just a pretty cassock. After all, there 
can't be many people in Holy Order who are equipped with laser 
powered eyes. Not a 
great advantage in 

the quest for spiritual . ft^ *)! * 

Mti'lHltf : .Vfitt; mWi':. { BMi infill 



fulfilment but pretty 
useful when it comes 
to frazxling insects. 
With eyes like these 
and eight directional 
scrolling. Saint Helen 
sounds like the 
greatest technolo- 
gical advance since 
fly paper. 

• Available from 
Hewson in January on 
ST and Amiga, priced 
£24.99. 



VKJ& k hi- . ; ■ H'ft'P.IP ii'tiPX IV'lHv :*J\t ■ 

08 40 208 r -. ■ ' t . 

if 

■ nir 



Mi 







If you're one of those 
people who like to have 
an early butchers at all 
those hot new products 
that'll be coming to a 
software store near you, 
then look no further 'cos 

you've turned to the 
right page. Ah, you see, 
that's the wonder of 
ZERO previews. 
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F-19 STEALTH FIGHTER 

MicroProse 

SUPREMACY 

Melbourne House/Virgin 

Ml TANK PLATOON 

MicroProse 

THEIR FINEST HOUR 

Lucasf ilm/US Gold 

CORPORATION 

Core Design 

TEENAGE MUTANT HERO 

TURTLES/Mirrorsoft 

CAPTIVE 

Mindscape 

TEAM YANKEE 

Empire 

IRON MAN SUPER OFF 
ROAD RACING/Virgin 

GOLDEN AXE 

Virgin 



Shipping Charts supplied bv Virgin Computer 
Games Shop. Virgin Megastore. Oxford Street, 
London WV Tel. 071-631-1234. 



HARD DRIVIN' II 

In arcade terms, the sequel to the money 
gobbling Atari Games coin-op Hard 
Drivin' will be called Race Drivin'. 
Despite having the licence to that 
potential money spinner, Domark has 
brought out its own sequel to the 16-bit 
version, on its Tengen label. As well as 
including four new tracks and a track 
editor, there is a head to head option so 
that you can link up any combination of 
PC, Amiga and ST. So now you can settle 
all those inter-computer rivalries on the 
race track instead of in our Letters page. 

It's going to be faster and slicker, with 
the extra thrust of Nitro Injection - but 
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ZERO readers will be pleased to note that 
Alan the Fresian is still there in all his 
two dimensional glory. 
• Available now from Domark, priced £24.99 
on ST and Amiga and £29.99 on PC. 



3-D CONSTRUCTION KIT 
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"It's like lego bricks for adults," said the 
Press Release. "Corrr," said the ZERO team, 
"Samantha Fox in building blocks. Can't 
wait." Mercifully for the interests of good 
taste, 'adult' doesn't only mean... er... 



naughty, it also means sophisticated, 
intelligent and serious. (Which doesn't 
sound like many adults we've met.) So 
Incentive's 3-D Construction Kit can be 
used for creating 3-D computer games 
or models, educational designs and... 
just about anything you fancy really. 

Not only can you construct 3-D 
environments, you can walk into that 
environment and interact with your 
surroundings. If you're really skill, you'll 
be able to animate objects and get them 
to move to create an even more real 
effect. (Are you sure I can't build a Sam 
Fox. Ed.) 

• Available from Domark in April on PC. ST 
and Amiga, price to be announced. 
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Xrobocop II 

?A Ocean 

©TEENAGE MUTANT HERO 
TURTLES/Mirrorsoft 

©GOLDEN AXE 
Virgin 

O SILENT SERVICE II 
MicroProse 

OST DRAGON 
Storm/Sales Curve 

©LEATHER GODDESSES... 
Infocom/Mastertronic 

©HITCHHIKERS GUIDE 
Infocom/Mastertronic 

O CAPTIVE 
Mindscape 

OINDY 500 
Electronic Arts 

(ft DRAGON BREED 

^■f Activision 





WL- WONDERLAND 

r\ Magnetic Scrolls/Virgin 

O TEENAGE MUTANT HERO 
TURTLES/Mirrorsoft 

TEST DRIVE III 

Accolade 

O SILENT SERVICE II 
MicroProse 

TEAM YANKEE 

Empire 

O FLIGHT SIMULATOR 4 
Microsoft 

F-19 STEALTH FIGHTER 

MicroProse 

OWING COMMANDER 
Mindscape 

LEATHER GODDESSES... 

Infocom/Mastertronic 

(ft HITCHHIKERS GUIDE 

^■r Infocom/Mastertronic 



Shipping Charts supplied by Virgin Computer Games Shop. Virgin Meoastore Oxford Street 
London W1. Tel. 071 631-123*. 



Krisalis did rather 
well with its 
Manchester United 
game, so it was no 
surprise when this 
sequel was 
announced. Mind 
you. it all takes place 
inside a small room 
and has teams of 
one, strange rules 
and small balls. 
Krisalis has even tried 
to claim the game is 
about squash but it's 
not fooling us. With 
3D isometric views and management/ 
strategy sections, this is quite clearly 
Man Utd II. The real give away is the 
name. After all. everyone knows that 
Jahangir Khan is Manchester United's 
new centre forward. 

• Available from Krisalis in May on ST, Amiga 
and PC, priced £24.99. 





REVELATIONS 

They're out there. You think you're safe 
but they're there: the loonies, lurking 
round corners and cackling insanely. It 
used to be possible to identify them by 
the manic click clicking of their Rubik's 
Cubes. Soon they will be gathering 
again round a game that makes Rubik's 
Cube seem like a game of snap. 

Spinning wheels to match colours, 
while unmatching colours make wheels 
spin, thereby unmatching other colours 
which make other wheels spin which... 
well, you get the idea. The incentive 
behind this is that you are attempting to 
open the door of a safe behind which 
lies treasures beyond your wildest 
dreams. So the game might appeal to 
people who like money. It will certainly 
appeal to those who enjoy tying their 
brains into nasty knots, 
• Available from Krisalis in January on ST, 
Amiga and PC. priced £19.99. 
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Make no mistake. Hard 
Nova is hard. By hard we 
don't just mean fairly 
tough in a "break my tooth 
and I'll break your jaw" 
sort of way. She's more 
your "break my tooth and 
I'll rip your legs off and 
stave in your ribs" kind of 
girl. A girl like this isn't 
likely to find much job 
satisfaction behind the 
check-out in Sainsburys. Fortunately for her (and the esteemed customers of Mr. 
JS Sainsbury), she has decided against a career in wholesale grocery and, having 
rejected the temptations of the temping agency, has become the most feored 
mercenary in the frontier system. 

Using bribery, treachery and out and out violence. Nova must recruit teams 
and carry out such charming assignments as assassination, kidnapping, 
smuggling and even occasionally saving the galaxy. (Provided she's not doing 
anything important at the time.) 

An adventure set in deepest space and containing three different real time 
combot systems. Hard Nova takes you on a voyage round the bars, casinos 
and space craft of the future with not a Findus Frozen Shepherd's pie in sight. 
• Available now from Electronic Arts on PC, priced C29.99. 
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RIGOUR MORI 



Yet another fab ZERO offer. 
Not only an exclusive level 
of Cadaver but also Dudley 
Moore... sorry, a level of 
Chips Challenge. For ST 
owners there's also a 
section of Turrican 2. All 
playable, all unmissable 
and all with ZERO!!! 
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ST and Amiga/Bitmap Bros 

Combining great graphics with 
mind-numbing puzzles. Cadaver 
was a worthy ZERO Hero a few 
months back. There are strong rumours 
of a sequel in the form of a levels disk - 
but that's in the future and ZERO is a 
magazine of the past.-, er... sorry, 
present. Impatient ZERO journalists 
visited those nice 
Bitmap Brothers. 
"Please will you do us 
our own extra special 
Cadaver level?" 
"No." 

"Pretty please." 
"No. Naff off." 
"Pretty witty itsey 
bitsey please with 
Swiss Cow Bells on." 
"Oh, alright then." 
So here it is: your 
very own, stand 
alone. Cadaver level. 
EXCLUSIVE to Zero!! 
Hip hip hurrah and 
God Bless the 
Bitmaps!!! 



Why start at the beginning when you 
can start in the middle? This is good 
advice when eating a jammy dodger and 
holds true to story telling too. The Star 
Wars films started with Episode IV, Lord 
Of The Rings starts at the end of an age 
and Cadaver started with chapter 13. 
Now ZERO proudly presents Chapter 11. 

The hero Karadoc has yet to set off 
on his hunt for the treasure of Wulf 
Castle. However after roving Elven 
Slavetraders have removed his family, 
Karadoc sets off in search of adventure 
and, more importantly, filthy lucre. 

Rather inevitably he gets lost, equally 
inevitably he finds a door, and with utter 
inevitability he goes through it... and 
with a complete lack of uninevitability it 
slams shut behind him. Pausing long 
enough to have all his possessions nick- 
ed, ho starts trying to find his way out. 

PLAY THE GAME 

Cadaver is played using a joystick and 
occasional key presses. There are two 
major modes of operation: 

O During normal play the character is 
moved round using a joystick, while 
the fire button allows the player to jump. 

©While holding a weapon or spell, 
the fire button fires/casts the item. 
The item held is displayed in a large 




KNIGHT MOVES 



Horace 
had always 
been a 
somewhat 
sickly 
.- child... 




■/ £ VC To insert a key or 
«■ I ■■'something into a lock 
(or something), touch the 
receiving object (hole etc.) then 
the spacebar/ return allows 
access to the rucksack. The item 
to be inserted is chosen and the 
insert icon activated. 

CpCI I f_"These *°" into 

C LL J three main 
categories: Spells which fire a 
shot (magic missile, unlock door 
etc.), Room Spells (freeze, sleep, 
etc.) and Object Spells (unlock 
chest, bless weapon etc.). The 
first two categories are cast by 
holding the spell and pressing 
the fire button. The object spells 
are cast by touching the object 
on which the spell is to be cast. 
The player then enters the 
rucksack and selects the spell he 
wants to use. A spell cast icon 
appears which when activated 
casts the spell. 



GIVING ^t-h. 

certain objects or characters, he 
may be able to give them an 
item. This is done by touching the 
recipient, entering the rucksack, 
selecting the item to give and 
selecting the give icon. 
WARNING - If you give an 
■tern It cannot be returned 
even If it is the wrong Item. 

FUNCTION KEYS 

Fl : Map; a record of the rooms 
visited so far. 

F2: Toggles between using the 

fire button or the enter key to 

bring up icons. 

F3: Toggles between icons 

displayed as soon as you touch 

an item or after pressing the fire 

button. 

F4: Toggles between moving in 
eight directions and moving in 
four directions. 
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'Rigour was the Bitmap's pet torfoli 
program. RIP, Rigour... 



irre and tragic accident during the making of this 



CHIPS CHALLENGE 



CADAVER ICONS 



ICON 




window on the left of the status panel. 

NB the 'H' key toggles a held object 
on and off. allowing the player to jump 
without having to return a weapon or 
spell to the rucksack.) 

ICON SEE 
CLEARLY NOW 

On touching an object, the left hand 
status display shows a series of icons. 
These represent the actions that can be 
executed upon that item. Using the 
joystick, you can highlight the icons 
appropriate to this item. 

To use items in your rucksack, simply 
press the spacebar. A large window on 
the right of the status display shows the 
last Item from your rucksack you 
manipulated (so to speak) or picked up. 
To cycle through the items available, 
move the highlight box off to tho loft or 
right of the icons panel. By moving the 
joystick up and down, new items from 
the rucksack are displayed. Moving the 
joystick left or right returns the player to 
the icons panel. Pressing spacebar again 
returns the player to the game. 

Using the return key allows you to 
access an overview of the rucksack, 
showing up to 16 items which can be 
scrolled by moving the joystick. Pressing 
fire selects the item and returns you to 
the 'small' rucksack display in order for 
you to select the appropriate icon. 
Pressing return when in the large ruck- 
sack returns the player to the game. The 
icons are shown in the box on the right... 

BOOKS AND SPELLS 
AND BUFFALO GELS 

A bar located on the right hand status 
panel displays the health of the 
character, while a book located in the 
first room reveals gold, experience, 
health and percentage of rooms visited. 

All money that is collectod will be 
deleted unless the item plays some part 
in a puzzle. Keys that are no longer 
needed are also deleted; this clears 
space in the rucksack, making the game 
easier to play- 
Some potions or spells will be 
unknown when you find them. There are 
two spells which reveal unknown 
information. Read Magic will allow you 
to use an unknown spell and tell you its 
true name and function. Learn Potion 
allows the player to discern the nature of 
a potion if its name is unknown. Road 
Language translates foreign scripts. It is 
used for learning information written in 
runes or another tonguo. 

There are no Buffalo Gels in Cadaver. 
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FUNCTION 

JOYSTICK 
Returns the 
player to 
movement 
control. 

SEARCH 
Provides 
information 
about the 
object. 

TAKI 
Grabs the 
object. 



DROP 
Drops an 
object. 



DRINK 
Allows the 
player to 
drink an 
object. 

READ 

Allows the 
player to read 
an object. 



HOID 

Allows player 
to hold an object 
or return it to 
the rucksack. 



CAST SPf U 
Casts o spell 
on the item 
being touched. 



SWITCH 
Activates 
objects that 
behave like 
switches. 

PRESS 
Activates 
objects that 
behave like 
buttons. 

OPffN 
Opens and 
closes 
containers 
such as chests. 

INSERT 

Allows player 
to insert an 
item into the 
item being 
touched. 

PULL 

Allows the 
player to drag 
an item. 



ST and Amiga/US Gold 

Simple but hugely addictive Chips 
Challenge is a puzzle game that 
started life on the console. Collect 
micro chips, keys and stuff in order to 
access the end of level transporter. 
Between you and it lies a mass of 
puzzles, traps and mega frustration. 

As a taster of the frustration ahead, 
we've got together with those US Gold 
people to bring you your very own copy 
of level nine. Whet your appetite and 
shatter your peace of mind... 



f f r i 




TURRICAN II 



ST only/Rainbow Arts 

Turrican sounds a bit like tin can, 
which is fair enough 'cos Turrican 
could easily be related to a tin can. 
Turrican doesn't sound anything like lots 
of shooting, killing and blasting. This is 
strange, 'cos Turrican has loads of that, 
To reach the end of level nasty, you'll 
have to shoot things, jump on things, 
cross things and shoot even more 
things. As well as your standard laser, 
pressing the space bar will access a 
special bar laser and holding down the 
fire button will up the power of your 
laser. (Try pressing fire and space for a 
really way out weapon.) There are bonus 
icons, masses of rooms - and shooting... 





The action will be executed as 
toon as the icon is pressed. 



^ DISKQUALIFIED 

^^(P5bV If you're having probs loading your 

disk, make sure you switch off the 
machine before trying again. Try a few more 
times before taking The following drastic action: 
Pop the disk, a note explaining the problem 
1 and a stamped addressed jiffy bag in a 
bigger jiffy bag. 

Send this little lot to ZIRO Disk Returns, 
Copytec, 24A White Pit Lane, riackwell 
Heath, Nr. High Wycombe, Bucks, HPIO 9HR. 
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t's amazing! 
. Working from 
hundreds of movie clips, 
Jordan Mechner, author of the acclaimed 
Karateka, breaks new ground with animation sequences 
so uncannily human they must be seen to be believed. 
Sword fighting, running or jumping, the action 
is awesome. 

You take the part of a young adventurer attempting 
to save a beautiful princess. The Grand Vizier, an evil 
and sexually deviant man, is about to pounce on her. 
Only you can come to the rescue! 
Time is licking away, you'll have to move fast to escape 
your cell and evade the many cunning traps placed 
in your path. 

Non stop action is combined with the exploration and 
puzzle-solving challenge of a top flight adventure game. 
With hundreds of fantastic rooms to explore, you must 
use all your sword fighting skills to do battle with violent 

opponents and foil 
the Grand Vizier's 
wm despicable plans. 







Available on: Amiga, Alarl ST. IBM PC 3.5' & 525" 

Ordinal gamr d^ign. pniptrammlni and flraphks by Jordan Morhniv 

C'(npvrl«hl l<MW. 1«WU (uidan Muchnot 

& I B90 Arlwnrk ft Patk*Kln« Donurfc Soft wan- Ltd 
Orttnallv published In the US A. by Bmdrrhund Software. Inr 
I iihlnned in ilw I IK by Domark Software Lid. 

Ferry House. 51-57 Lacy Knad. London SWlS I PR Ttb 081-700 7724 
AadH Strernshols 
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Can you think of 
an intro to our 
serious letters 
page? If so, 
then send us 
a letter 
explaining your 
idea. Oh, this is the 
intro... Ho-hum, drop 
ine anyway. 



A GENIUS WRITES 

You've finally done il - congratulotions 
on producing the greatest covor disk in 
the history of 16-bit computing. I speak, 
of course, of Rampage and a whole, 
funclioning level of Simulcral I mean, 
what are you guys on?! 

Rampage is my all time 23rd 
favourite arcade game. (These things 
matter 10 me, y'know.) Are you fellas 
good to us or what? I always knew it was 
a good mag, but this has sold me... my 
subscription is al this moment winging 
its way to you. 

By the way - interesting point... why 
do the Mutant Ninja Turtles wear those 
ridiculous Zorro masks? To preserve their 
anonymity? I think not... If I met a six foot 
turtle waving a Bar-B-Q skewer and 
wearing a red mask, I don't think I'd have 
much trouble recognising him again. 
Dave Gregory, Polegate, E. Sussex. 

As all his friends know Dave Gregory is a 
man of great taste and integrity. He 
certainly didn't receive any money for 
writing this letter,, well, not much 
anyway we're stingy basts. Ed. 

SIM-PLE MINDS 

Over (he past few months I have seen 
numerous 'articlos' on the subject of 
realistic flight 'sims'. Anyway, one R.A.F 
geezer reckons that F-16 Combat Pilot 
wins 'hands down' against such corkers 
as Falcon. I'm an R.A.F cadet with some 
eight and a half hours flying tucked 
under my belt (Gasp! Ed.} and yes. F- 16 
does have the edge in that it has a 
certain 'feel' to it, but what has Digital 
Integration given up for that? In my view, 
the graphics are not exactly 'state of the 
art' and the sound effects are appalling 
Ithe engine sounds like a public loo 
being continuously flushed). Falcon 
however has decent graphics and 
supreme sound (on Meg machines) with 
a slight loss in handling of the aircraft. 
Without an analogue joystick there is no 
way you can produce an accurately 
handling plane on computer, so why not 



try and make up for it in other depart- 
ments like graphics and sound? Surely 
we have the technology and knowledge 
now to produce a semi-real landscape 
and sound chips to blast out a whining 
jet engine building up power in stereo. 
Lee Clifford, Twickenham, Middlesex. 

If you're looking for realism as well as 
great sound and graphics, then hang on 
for the Mad Dog Flight Sim, A Solid 
Filled Super Plus Bitmapped 3D Vector 
Graphic game from Dodgy Logic Co, 35 
minutes of realistic, nail-biting flying 
action... Then your wings drop off and 
you plunge into the Med. Ed. 

DUEL MAC 

Now look here. This isn't fair. This 
Ludwig Ledbury bloke! And his muml It's 
my turn now. Me? I'm Ludwig's brother 
and I want a bit of stardom. Now then. I 
read a bit of your mag and I found that 
there's a bloke working for you called 
'Macca' and he's a bit "ard". Hal Just let 
me at htm! My twelve bore will scare 
him, followed by running him over on 
my steel-spiked motorbike, then a quick 
polish off with my air pistol. I don't need 
no Uzi's! I challenge Macca to a duel to 
the death (or as close as possible). May 
the winner be me! Ha ha ha ha. 
Mark "Killer" Ledbury, Oxon. 

Oh dear, is this a hereditary trait or is 
there something strange in the 
Oxfordshire water? Ed. 

CES PIT 

I have never felt strongly enough about 
anything to write to a magazine before, 
but after the fiasco that was the 'Compu- 
ter Entertainment Show' I felt that I had 
to. Having been to the Personal Com- 
puter Show for the last four years and 
having a great time every year. I thought 
that this year would be even better (more 
celebs, more games, etc.). How wrong 
Not only was there hardly anyone there, 
but the companies who were there had 
tiny stands (apart from Ocean) and no 
new products to sell. A few years ago, 
this was the showcase for all the new 
games. I ended up buying Populous. 
Starglider II and Kick Off II, two of which 
are a couple of years old! 

Unless the people responsible for 
this event can guarantee it will be bettor 
organised next year, I will not be going! I 
hope you print this letter as I think a lot 
of people will be feeling the same way. 
Ian Loasby, Wollaston, Northants. 

Hmmm. We didn't have a stand at the 
show because we suspected as much 
ourselves before the event. Not only was 
the venue abysmal, but nobody seemed 
to have a good time. Most of the 
companies involved viewed it as a waste 
of money, and most of the visitors 
viewed it as... a waste of money. Our 
advice is: if you're as thick as a breeze 
block, and completely loaded, book next 
year's tickets now. Ed. 



ALL STREAMED UP 

I am a regular reader of the magazine 
and I like all the features, especially 
the Under Wraps section. But when I 
bought my November issue, I was 
extremely disappointed. One ST review! Now I 
have owned my ST for a couple of years and I 
know from past experience that because an 
Amiga game is good, it doesn't necessarily 
mean that the ST version is good. So PLEASE 
review more ST games. I could always go back 
to ST specific magazines, but I find ZERO a 
much more enjoyable read. 
Stephen Armstrong, Co. Armagh, N. 
Ireland. 

PS. The cover disks are excellent 

It's a fair point, Stephen, and one that 
illustrates a trend we find as annoying and 
worrying as you do. We always try to share out 
the reviews as equally as possible across the 
formats but there are a number of problems 
which are cropping up more and more. 

In the UK now, Amiga versions of games 
tend to be available for review a few weeks 
before their ST counterparts. This is partly due 
to programming factors (more games are 
being developed on the Amiga and ported 
across to the ST with a bit of tweaking} but 
also because the software houses think they'll 
get a better mark from an Amiga review. 
Which, you'll agree, is a pretty dirty trick. Also, 
more classy software (which is what we tend 
to cover) is arriving from the States. This is 
nearly always developed on PC, followed by 
Amiga versions. Sadly, the ST is a non-starter 
on the US market, so ST versions either never 
materialise or arrive months after the others. 
Which is where Deja Vu reviews come in. 

So. we're on the horns of a dilemma. If we 
hang on for our ST readers, you probably 
won't see a review until a month or so after the 
game has been on sale. However, in future we 
intend to follow up more rigorously on the 
Deja Vus, and make sure we get ST software at 
the same time wherever possible. Basically, if 
companies don't send it, we'll make it up. And 
they won't like that, will they? Ed. 
(Amiga owners would probably point out that 
the ST owners have done slightly better than 
they have on cover disks./ Black Shape. 

SPINELESS 

Why do the pages of your magazine keep 
coming out? Is your totally decent mag 
going downhill? Or is that cheap publish- 
ers won't bind the pages together. 
Darren Alexander, Essex. 

Well, there was a dodgy batch of ZEROs 
that got loose last month. Partly because 
the issue was even bigger than usual and 
also due to the Gulf crisis... and global 
warming and... er... the poll tax... oh. and 
the price of croquette potatoes. Ed. 



WRITE TO THE ED, 
ZERO, 1 4 RATHBONE PLACE, 
LONDON, W1P IDE. 

Star Letter winners 
receive a ZERO T-shirt! 
All letters win a ZERO badge. 
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WISE FOR A 




After huge commercial 
success with Future 

Wars, Richard 
Clayderman and 
Operation Stealth, 

Paris-based Delphine is 
now hoping to continue this 
trend with its new title 
Cruise For A Corpse. David 
Wilson donned stripey 
shirt and onions, 'Took' his 
trusty Raleigh Fourteen and 
Operated' it the 342.4 
kilometres to the 
French capital. 





WHAT'S WHAT 




Cruise For A Corpse 



Delphino/US Gold 



£24.99 



ST/Amiga/PC 



February/March 



Make no bones about it. Future 
Wars was a landmark game. So 
too was Operation Stealth 
come to that - both reaped 
awards left, right and 
centre, featured strongly in 
the software charts and continue to sell 
long after lesser games have disap- 
peared from the shelves. The problem is: 
how do you follow such a classy act? 

CHEESE 

Well, a fundamental part of Delphine 
policy is that its games should constantly 
be on the move. Delphine 'big cheese' 
Michael Sportouch is critical of the Sierra 
philosophy where basically the same 
game code and graphics have been 
employed over and over again with only 
the scenarios changing. Delphine prides 
itself on listening lo all the feedback 
from its games (press reactions, players' 
letters and phone calls) and doing its 
utmost to rectify problems and improve 
the system. Just as the gameplay of 
Operation Stealth improved over Future 
Wars - with fewer possibilities of 
missing things through not being pixel 
perfect, for example - so the new game 
Cruise For A Corpse will see refinements 
to the 'Cinematique' system. Er... in fact, 
to say 'refinements' is probably an 
understatement; the system is actually 
being extensively rewritten. 

PORT 

Originally Cinematique was master- 
minded by Delphine's Paul Wisset using 
the ST. The game was then ported from 
the ST to the Amiga. Now the driver 
code is being rewritten specifically for 
the Amiga, so that future Cinematique 
games will be able to exploit all the 
technical merits of that machine too. 
Straight away you'll find graphics 
moving up from 16 to 32 colours, and 
you'll find bigger and smoother 
animation, for example. 

The first striking feature about Cruise 
For A Corpse is that the central 
sprite is now twice as 
big as John 
Glames {the 
svelte hero of 
Operation 
Stealth). 



FAG 

This has been made possible by the 
game's setting. When you approached 
the Hotel in Stealth, for example, to fit the 
whole of the building facade onto the 
screen necessitated the central sprite 
being smaller In Cruise each location is 
smaller, hence the larger character 
sprites. There's also more animation to 
the central and peripheral characters. 
Move about and he'll pass minor 
characters like the ship's crew engaged in 
their normal duties - swabbing decks, 
doing the laundry and having a shifty fag 
in the boiler room. 

LATENT HOMOSEXUAL' 
Again unlike Stealth, you'll find Cruise 
much less linear in gameplay. You've got 
more freedom to explore and the solution 
can be arrived at by difforont routes. The 
ship's occupants include the other guests 
- around ten major characters, and 
numerous subsidiary characters. All of 
these people can be spoken to. but if you 
don't choose to talk, they'll continue 
'doing their own thang' - sort of like the 
Little Computer People. If you do 
converse, then be careful when you do 
so. Pick the right moment and you'll elicit 
more useful information than at others. In 
addition, the characters have been given 
fairly idiosyncratic personalities... 

Although a boat setting has the 
potential for very repetitive decor, 
Delphine has done its best to add variety 
to the graphics, including locations such 
as a cinema, a bar and a sunbathing deck. 
You'll have freedom to explore most of 
these although you'll need to puzzle your 
way into others. 

Spread these locations over four 
decks of the ship, then add the puzzle of 
who killed Monsieur Karaboudjan, and 
you've got the makings of a 
cracking follow up to 
Operation Stealth. 
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•(I soy, 
steady 
onf td.) 



under wraps 



THE SCENARIO 




In Delphine's new graphic adventure, you'll get to play 

Raoul Dussentier, a police inspector from Paris in the 
year 1927. The intro sequence opens with a view of the 
city, focusing in on Inspector Dussentier's house. 



f*=ll 



lack screen hcu loads of detail and little animated embellishments 
Hera, thU rather 'Disney' pigeon Mies down and lands on Hie •«• 
foreground. (Wonder if It's a pidgin French or pidgin English?) 



A postman (un factoar) 
appears stage left, 
cycles up to the 
Inspector and hands 
him a letter. It's an 
Invitation to a forty 
day luxury cruise, 
signed by Nlhles 
Karaboud|an, a well 
known rich geezer - 
well known by many, 
that Is, except youl 
Why have you been 
Invited on a luxury 
cruise by someone 
you've never met? 



the 
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All the locations were hand-drawn, then 
'grabbed' Into the computer by camora and 
finally retouched and coloured using Deluxe 
Paint. Hera's part of the ship on paper and 
as It'll appear In the game. 



A BRAND NEW SYSTEM 




SHU, only a loony would turn down a free Mediterranean cruise, so 
feeling a tad Inquisitive about the mysterious aspect of It all, you pack 
your bags and join the splendid sailing ship. 





No sooner have you started unpacking, than a frantic crew member bursts 
through your door. The man Is clearly distressed. You follow him to 
another room and there you meet your host - face down with a knife In 
kls back! What wa see next (but the Inspector doesn't) Is the appearance 
of an ominous shadow. You're struck avor the haad from behind, and 
awaka later to find the ship's at sea and the body hes disappeared! 



The Cinematique system has also been 
tweaked in the control window 
department. In Stealth, you'd click a 
mouse button to produce the 'action' options 
window. Then you'd select an action with 
either the right button to get an additional 
inventory window (so you could 'act' on an 
object in your possession) or with the left 
button get a cursor with which you could 'act' 
on something on the screen. Well, in Cruise 
you'll just click on an object to produce a 
single window. At the lop is the name of the 
object chosen, er... 'porte' in this case (which 
as evory schoolboy knows is a 'door'). Below 
this is the list of relevant actions you can 
choose to perform with this object. Doing 
away with the clutter of a complex window 
system makes it much more user friendly I'm 
sure you'll agree. 

A further clarification of the Stealth system 
is the addition of enlargement of details - 
when, for example, you pick up an object, you 
see a close-up of your hands holding said item, 
thus confirming that you've actually succeeded 
in getting it. 
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UClNSfO BY SEGA* EHTEBPBISES LTD. FOfi 
■PUY OH THE SEGA' MASTER SYSTEM". 
U.5. GOLD ITD. , UNITS 2/3 HOtfOftDWAY, 

HOIFORD. URMIHGHAM 16 7 AX 
TEL 02 1 625 3366. SEGA' is a trademark 
of SEGA EHTEBWISE5 LTD. 
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MASTER SYSTEM 




WIN! WIN! WIN! 





obiolutely 
nothing 



\ 



tSo wot's vis all abart 
^ ven? A competition with 
no prize - you're polling 
one of my lower limbs! 
But nay, the prize is 
beyond compare: fame 
beyond your wildest 
. dreams... 

But first things first. 
Psygnosis (the company with loads of 
fab games and even more fab 'free' T- 
Shirts, ahem) has recently released a 
stonker of a game. Lemmings. ZERO 
Hero'd in our last ish. It's a ludicrously 
addictive save 'em up requiring a hot 
mouse hand and an even hotter brain. 

NOT SO B-LEMMING EASY 

But don't you wish you could get your 
own back on the sadistic game 
designers? Put a level together so 
fiendishly elegant that even old Roger 
Dean would go "blimey, I'm gob- 
smacked, me?" Well here's your chance- 
All you have to do is design three 
completely new and original levels for 
Lemmings. Using the same basic 

framework set out in 



ABSOLUTELY NOTHING! 

COUNT 'EM, NOTHING AT ALL! 




the game, draw out your ideas on paper 
as neatly as possible, with all the 
information a programmer would need 
to turn your ideas into a finished, 
playable level. Think very carefully about 
it; it could be dead hard, or one of those 
simple-when-you-realise-the-trick type 
things. It's ontirely up to you. 

WHAT YOU, UM... 'WIN* 

So what, you may ask. Well the best two 
submissions will be used as extra give- 
away levels on a future ZERO cover disk. 
See what we mean about fame? You'll 
never be able to go to Sainsburys again 
in case someone sees your signature. 
"It's the guy who designed that brilliant 
ZERO Lemmings level!" Cor! 

Psygnosis will examine every entry 
and pick out the best two. Two of the 
three level designs will be taken from 
each of them and programmed up for a 
smackeroonie of a cover disk - four 
levels in all ! 

So it's over to you... Oh, and entries 
must be in by 31st January 1991, so you 
ain't got long... Send your 
enines to ZERO 

Lemming Levels A- 
Go-Go, Nick 
Wild, Psygnosis, 
South 
Harrington 
Building, Sefton 
Street, Liverpool 
L3 4BQ. Please 
remember to 




ma 




enclose your name, address 
and daytime phone number fif 
you have one). Please enclose f 
as many details as possible 
with your designs - it'll make 
life easier and improve your 
chances of winning no end. 
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DIY 

Live in luxury in 
a ludicrously 
expensive 
penthouse!* 
Increase your 
pulling power 
overnight!** 
Learn how to 
keep bees!*** 




DTP 



ou may 
remember that 
last month there 
was a feature called DIY 
DTP. Well, here's the 
second part, also called 
DIY DTP. This time 
around, Jonathan 
Davies explains the 
Rolls Royce end of 
fanzine production - i.e. 
how to do it if you're 
completely loaded... 



In part one, wo 
revealed Ihe 
sordid secrets 
of fanzine 
writing on the 
cheap. You too 
had the 
opportunity to 
spend the wee. 
small hours 
wielding scissors and paste, spreading 
Tippex lovingly across the pages of your 
grande oeuvre. Now it's time to move 
onto bigger and better things. You no 
longer have to be nice to dad - in fact, 
you might as well chuck his crappy old 
typewriter out of the window now. I'll 
wait for a minute while you dispose of it 
and tell him to 'go away'. 

Done that? Er, well while you were 
out I just thought, um, that maybe you 
ought to be nice to dad actually, because 
he might just be persuaded to replace 
the typewriter with a new, whizzo word 
processor - or even shell out massive 
sponds on a whole DTP set-up. But it's a 
bit too late now, isn't it? You'll just have 
to get an absolutely ginormous paper 
round. ('Hands on' experience of 
the magazine distribution 
business - absolutely 
invaluable.) 

So to whet 
your appe- 
tite, here's 
a quick 
look at 
two rival 
publica- 
tions. See 
if you can 
guess which 
one has the 
biggest 
circulation... 




THE SO 1 

Ifs tough, isn't it? So 
many bits of software, 
so little cash to spend. 
Here's a brief rundown 
which probably won't 
help at all. (Prices are 
approximate.) 



WORD PROCESSORS 



FIRST WORD PLUS -ST/PC 

Electric Distribution/ £ BO 
Tel: (0480) 490*66 

A doddle to use, and a cut down 
version (First Word) is available 
for the ST in the public domain. 

PROTEXT - ST/Amiga PC 

Arner/flOO 

Tel |0773| 68900 

Does absolutely everything, but 
the wacky control system takes a 
while to get to grips with. 

WORDPERFECT - ST/Amigo/PC 

WordPerfect UK/£300-£50O 
Tel (09331 850SOO 

A huge range of features at a 
similarly huge price. Not really 
worth it for our purposes. 

KIND WORDS 2 - Amiga 

Amiga Centre Scorland/£50 
Tel (031) S57 4343 

Probably the best value Amiga- 
wise. Does the lot and a dead 
cinch to operate. 

SCRIPT - ST 

Slgna/£90 

Tel (0353) 341600 

And this is just about tops on the 
ST, with its snazzy 'user 
interface' and those handy fonts. 

PC WRITE - PC 

Sage soft /£! IS 
Tel (091) 313155 

Occasionally a bit slow, but 
plenty of features, including 
those elusive 'columns'. 



PEOPLE WHO'VE 'DONE IT' 



Here's a 
name that 
rang a few 
bells in the 
office; 
Richard 
Pelley. Try as 
we might, 
though, no- 
one could 
quite place 
their finger 
on where 
we'd heard it 
before. Oh. 
well. Issue 17 
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DESK TOP PUBLISHING 



TIMEW0RK5 - ST/PC 

Elettrlc Distribution £100- £130 
Tel (0480) 496606 

About as cheap as you'll get, 
really. (Eeek.) A bit of a barg all 
the same, as it covers just about 
everything while not being too 
complicated to use. 

PUBLISHER'S CHOICE - Amiga 

HI Marketing £100 
Tel (0895) 444433 

Plenty of bits and pieces for a 
very reasonable outlay and you 
get the Kind Words word 
processor lobbed in for free. 
Pretty good, all in all. 

PROFESSIONAL PAGE - Amiga 

HB Marfcerlng/£350 
Tel (0895) 444433 

Very wixiy indeed if you're a 
lucky Amiga owner with loads of 
dosh and two disk drives. Even 
works in colour. 

VENTURA PUBLISHER - PC 

Rank Xero* £914 
Tel (0895) 51133 

An enormous, wobbling pile of 
software for the price of two new 
STs and an Amiga. Probably 
great, though. 

CALAMUS - ST 

Signo £400 

Tel (0353) 341600 

A heck of a price, but it is the 
definitive ST DTP prog. Loads and 
loads of icons and things which 
take a bit of getting used to. 

PROXIMA - ST 

Network News Services / £150 
Tel (0375) 859103 

Comes pretty close to Calamus, 
More straightforward and an 
awful lot cheaper, but not quite 
as sexy. Output looks good even 
on cheap printers. 



of Spectacular, his fanzine, has been 
knocking around here for some time 
now. so perhaps that's it. Quite what it's 
doing here is another matter as it's 
based on the Spectrum - not our sort of 
thing at all. It's quite good, though, 

despite being 
a assembled on 

a Spectrum 
(using PCG's 
Desktop 
Publishing 
Pack with a 
Brother 
printer). 
Astonishingly 
enough, the 
pages thus 
produced look 



1 




miles better than most of the more 
expensively prepared fanzines. 

Content-wise, Spectacular looks 
much like any 
other mag 
(maybe a bit 
more 'zany' 
and, er, 
'wacky' 

though). News, 
reviews, adventure games, technical 
bits, they're all there. There's even an 
interview with the Man With The Beard 
himself. It just goes to show... There are 
plenty of contributors 'on the outside' as 
well, including a team of hooded 
photocopier-operators who run it off for 
free in the middle of the night. Richard is 
a bit cagey about circulation figures 
("120 or so" at the most) and, indeed, if 
he's actually going to carry on with it. 

If. for some reason, you'd like a copy 
of the last issue (with its free cover- 
mounted teabag), or perhaps to place an 
advance order for the next one, Richard 
Pelley is your man and his address is 32 
Abbey Road, Westbury-on-Trym, 
Bristol BS9 3QW. Don't forget to send 
25p and a largo sae. 



ZER0 




This grubby 
fanzine is put 
together by a 
small group 
of drop-outs 
who all 
wanted to 
work for 
Marxism 
Today but 
didn't have 
the right 
haircuts. 
TED A Teresa 
ZtKO Maughan, 
Publisher, describes how the magazine 
was launched: "Urn... we went down the 
pub one lunchtime, drank lots of shandy 
and came back and wroto issue one as a 
joke." And how is it put together? "Well, 
wo go down tho pub, drink lots of 
shandy and..." No, I mean, what 
computers and stuff do you use? "Really 
expensive Apple Macintoshes with huge 
A3 monitors. We use Microsoft Word 4.0 
to word process documents before 
laying them out on screen using a Desk 
Top Publishing package called Aldus 
Pagemaker 4.0. The finished computer 
files are sent to a typesetting 'bureau' 
who print out the pages using a 
'Linotron' (glorified high resolution laser 
printer) on 'bromide' (nice shiny paper), 
leaving gaps for all the colour pictures, 
photos and screenshots. These pages 
are then sent to the 'repro house', who 
scan in all the pictures using gear that 
costs more than most houses and 'drop' 
them into the appropriate places on the 
page. Then four layers of film are 
produced for each page representing 
four colours - cyan, magenta, yellow 
and black. These are sent to the printer 
who makes a big paper sandwich which 
turns out as a magazine." Oh. What 
happens next? "We go down the pub 
and drink lots of shandy,.." 




GETTING A BIT PRICEY 

If you've 
turned up 
your nose 
at doing 
your 

fanzine on 
the cheap, 
its time to 
start 
forking 
out some 
dosh. And 

the first thing to go for is probably a decent 
word processor. But why spend money when 
you can get one for free? Well, for a start 
you'll most likely get a spelling checker - just 
the job for ironing out that elusive 'teh' that 
you normally wouldn't spot until the mag has 
come rolling off the photocopier. Then you 
might get a simple graphics ability which lets 
you incorporate pictures that you've drawn 
with your art program into the text without 
resorting to the scissors and glue. Another 
thing that might be useful is a 'mail merge' 
facility. No-one's quite sure what these do, 
but the latest theories suggest that they let 
you print out lots of personalised letters with 
the minimum of hassle. Could be handy. 

However, the most useful word processor 
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mi 

won 
'"at** „ 



to the budding publisher is one which uses its 
own fonts. What this means is that the 
inevitably crummy font which your printer 
uses will be abandoned in favour of a choice 
of lovely, proportionally-spaced letters and 
numbers in a variety of sizes and styles. 
(They can be pricey though, and a bit 
hard to come by). 

The finished product? Not bad at al 
but there's still a fair amount of glue 
splashed about. 
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HOW TO DO IT 

METHOD FOUR 



GLOSSARY OF DTP TERMS 



Here's a brief explanation of 
this article which you 

KERNING/ kuhning/., 

Kerning. Yes. Er, I'm not really 
too sure about this one. 
LEADING/'leding/ n, Erm, or 
this either. Ahem. 
FONT/font/ n. Wet thing you 
find at the back of a church? 
AUTO HYPHENATION/ 

awtoh hief{e|n aysh{e)n u. 



some of the words used in 
may find confusing. 

Good Grief. 

GRAPHICS SCALING/ 

'graflks/ a. Something to do 
with kettles? 

POINT SIZE/ poynt sicx, n, 

Erm... don't know, really. 
TEXT FRAME/'tekst ( fraym/ 

it, Eeer... (That's it You're 
fired. Ed.) 



UNINHIBITED SPENDING 




This bit's for 
people who 
are dead 
serious about 
their fanzine. 
They've got 
unlimited 
quantities of 
greenies, a 
huge 

bedroom to 
pile all the 
gear into and 
enough 
braincells to 
get to grips 
with all the 
technology without going into meltdown. 

The first thing to get hold of is some 
Desktop Publishing software, or DTP as it's 
known by computer people. This is 
notoriously expensive (£100 to £1,000,000- 
ish - at a rough guess), but what does that 
matter, eh? DTP means you can write, design 
and lay out the whole mag on the computer 
without actually having to fiddle about with 
bits of paper at all. Once you're happy with 
everything, you just press a button or two 
and the entire publication comes whizzing out 
of your printer ready to be photocopied and 
read. It's amazing, really. 

Not only does a DTP program let you type 
in all the 'copy' in a variety of fonts, it also 
lets you add headlines and illustrations. Text 
can be 
boxed off, 
put into 
'columns', 
flowed 
round 
things, 
spread over 
a series of 
pages... an 
absolutely 
mind- 
boggling range of possibilities. 

But that's not all you'll need. The real pros 
use what's called a 'scanner' to digitise 
piccies and feed them into the computer. It 
works like a printer in reverse, in fact. And 
that's another thing. It's a bit of a let-down to 
go to all that trouble and then print out the 
results on your crappy old dot matrix printer. 
So throw throw it away and buy yourself a 
laser printer. These cost around £1000 for an 
OK-ish one, and £2500 upwards for a really 
stonking Postscript job. Or how about 
investing in your own Linotron? They're a 

snip at 
around 
£10,000, 
and you'll 
get pages 
looking just 
like the one 
you're 
reading 
now. Fwoar. 




FOOTLOOSE AND FONTSY-FREE 




The best thing 
about dead 
expensive 
word 

processors and 
DTP packages 
is playing 
with fonts. 

Mac users - like 
us, ner - lake 
this son of thing for granted, of course, 
but the only program I can think for the 
ST, Amiga and PC that does this son 
of thing - without venturing into DTP 
territory - is Script (only available on 
the ST at the moment ). Thi5 

extremely de$irat||e pieOe 
of kit taSioally doeS 
everything it po35lt>iy nan to 



SO, ERM, NOW WHAT? 



aving spent a few weeks furiously 
tapping away at the keyboard, 
covering the kitchen table in glue 
and desperately trying to find ways of 
filling pages, you'll hopefully have a 
neatly-stacked pile of 'proofs' 
(another technical expression! ready 
to go off to the printers. It's now 
time to 'go to bed' (yup, another 
one). While for the professional editor 
this implies just what it suggests, things 
aren't so easy for the amateur. The next 
step is to get the thing printed. Although 
it may bo worth popping down to your 
local Prontaprint tor whatever) to get a 
quote, the chances are it'll be way over 
your budget. That means you'll have to 
approach an unsuspecting relative or 




turn your bi into a Mao. 

That means all the usual 
menus and windows, but 
also a choice of six (and 
possibly more) high quality 
fonts which are printed out 
on your dot matrix printer 
In graphics mode. Clui 

mean? your fanzine's going to 
look a lot less like a fan?mc ano 
more like a proper magazine, 
especially if you splash plenty of 
oiffercnt fonts arouno the place. 

You can also throw away the 
Letraset, as this sort of word 
processor is pretty nifty when it 
comes to printing out headlines, 
ESPECIALLY IF YOU ENLARGE THEM 
A BIT WITH A PHOTOCOPIER. 



friend with an innocent smile and 
enquire about the possibility of a little 
late-night illicit photocopying. How 
many copies you do is really up to you, 
but it's probably best to do too few than 
too many. Then you can always do a few 
extras in the unlikely event that you sell 
all of them. 

And that brings us 
(rather neatly) up 
to the next 
hurdle: 
advertising. You'll 
have to do some, 
obviously, as there's a limit to the 
number of copies your long-suffering 
friends will be prepared to underwrite. 
For starters you could always take 
advantage of ZERO'S unbounded 
generosity and whack a free ad in here- 
Other mags run classified sections, 
although they may mean spending a bit 
of money. Remember, though, 
to send in the ad a couple of 
months before your publication 
date as they always take ages to 
appear. The other option is to go 
for free plugs - run off an Issue 
One and send it to loads of mags 
(like, er, ZERO again) and you 
may be lucky enough to get a 
mensh. A cash bribe helps a lot 
here. (Yes, yes, very true. 
Staff Writer.) 

And after that 
you're on yer own... 
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FOR YOUR BESTSHOT! 




PYTHON 1-QS130T 

BioGfip control and delu 
digital response plus 
high-speed auto-nte 
and dual triggers 
Compatible 
with most video 
game systems." 



MAVERICK - Q| 

8-direction, arcade type 
control stick with two 
player select switch. 
Compatible with most 
video game systems.* 



APACHE - C 

Fast action; 
BioGrip for 
maximum ci 
Compatible 

Atari and j 
Commodo' 




STARFIGHTER - OS 127 ^B^^^^ 

Far and away the most versalfleremote 
controller, effective at 20 feet, compatible 
with most video game systems * 




FLIGHTGRIP-QS 129F 

High-speed auto^flre and 
8-direction thumb-pads. 
Compatible with most video 
game systems.* 



INSIST ON QUICKSHOT... 

THE GENUINE PIECE 

by Bondwell. 

Available at most major department stores and computer dealers. 
*Sega, Atari, Commodore, MSX and Amstrad 



reviews 



iPACHE 

asi acrion a 
IoGnp tor 
laximum coi 
ompatible v. 

Commodort 



CRITICS' CORNER 

We're always 'testing' our critics - they need to be kept on 

their toes. Well, this month they've all got to dress up in 
Wellington boots, massive flares, a parker, a cloth cap and 
have a Ninja Turtle transfer stuck to their foreheads. Then 
they have to go to Marks & Spencer food-hall and 'chat up' a 
'chick' (in under 25 seconds). How will they do? Read on... 

Tim 'Paradiddle' Pontlng: Because Tim's that bit taller than 
everyone olse. the flares looked really silly - they only came down to 
just below his knees. He looked like a Parka clad member of the Bay 
City Rollers. With this embarrassing thought in mind, he approached 
a rather pretty girl who was standing by the sandwich and salad 
counter. "Excuse me." he said, in gentle tones so as not to alarm, 
"do you know if there's any gherkin in the Ploughman's Baps?" The 
girl, politely pretending not to have noticed the Turtle sticker above 
his nose, replied that she didn't know. "Oh," said Tim, "er, do you want to go out 
with me?" The manager was called and Tim was escorted outside. Bad luck. 



David 'Bloggo' Wilson: There was no holding David back. He 
hacked straight to the wine section (good thinking). Unfortunately all 
his 'wine buff' facial expressions and gesticulations were countered 
by his garb. "This wine has particularly fine 'legs'," he said to the girl 
next to him. showing her a bottle, "as," he added, "if I may be so 
bold to say so. do you." The moment of truth. A silence as she 
looked him up and down. "Don't worry about the clothes," said 
David, "I'm a policeman on an undercover assignment." The girl 
visibly, and tugged at the arm of the very large gentleman next to her. "Oy. 
he's a copper." "I hate coppers." said Gripper. David 'disappeared'. Bad luck. 





relaxed 
gripper, 
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^^■^ Lord Paul Lakin: With a little cajoling, Paul soon found himself in 

^^^^k the frozen vegetable section of the store, standing next to a striking 
woman with reddish-gold hair. "They're nice." he said, pointing to 
V> ^ the petit pois. "Sorry?" she replied. "They're nice," repeated Paul, 

^ y "those little peas. Very nice." "Are you mad?" asked the woman, 
staring at the Turtle transfer. "Oh dear. I knew this would happen," 
said Paul, apologizing and explaining the real reason why he was in 
the position of having to talk to her. Then, as the conversation 
progressed. Paul and his 'victim' discovered they had a mutual interest - the flags of 
the world - and proceed to fix up a dinner engagement. But it had taken four whole 
minutes. Bad luck! 

David 'McVlcca' McCandless: Waving his Heckler And Kosch in 
_P"^^^k °" r general direction, Macca refused point blank lo 'wear' the turtle 
transfer. As he's rather dangerous, we told him that it was okay: he 
Wf didn't have to. Surprisingly he didn't mind the rest of the outfit - 

possibly because, with the hood up and the cap pulled down, it made 
for a good disguise. Unzipping his Parka and revealing his grenade 
belt, he strode purposefully up to the best looking check-out girl and 
pointed his powerful gun at her face. "You're coming with me - 
now!" he yelled, grabbing her by the arm and dragging her out onto the street. 
Blimey - unusual 'tactics' but he did it. In under three seconds, too. Hoorahf 

Duncan 'Mad Dog' MacDonald: Duncan didn't seem to care 
about the outfit: "No problem." he said, "I wear stuff like that most of 
the time anyway - and I really like the Parka. Blue ones are better 
than green ones." With this observation he waddled, squeakily. in the 
direction of the yoghurts, creams and cheeses. "Hello there," said 
someone. Duncan wheeled round on the spot, and saw a girl wearing 
a similar outfit to himself. "Hello." he answered, adding "I like your 
trousers." "Thanks," replied the girl. "I like your Turtle transfer." 
"Thanks," he said. "Er, what's your name?" "Matilda," she explained. "Do you want 
to come on a bus ride with me, Matilda?" he asked. She did. 18.3 seconds. Hoorahl 





WHAT'S WHAT 
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bit of illumination. 



Games ore marked 
out of 100 on four 
criteria; Graphics, 
Sound, Addlct- 
Iveness and 
Execution The 
first three are fairly 
self-explanatory but 
Execution may need 
Is there anything 
amazing about the scrolling for instance? 
Are all the sections of the game neatly tied 
together, showing a lot of care and thought 
on the part of the programmers? If so 
Execution will score well here. If you 
can't be bothered with oil that then the 
Overall Mark gives you on at a glance 
summary. Now if we've said it once we've 
said it o thousand times... this mark is 
not an average of the other scores. 
Got that? 

A game scoring 90 or above 
in the non-average Overall 
Mark department gels the 
much sought after ZERO 
HERO award (which is a 
Rash way of saying 'buy 
it'.) Separate from the other 
scores (but not unconnected to 
them) is the HASSLE FACTOR 
Are there 400 disk changes every 
pico second? Do you have to go 
through a boring title sequence before 
restarting? Things like that score here and 
they're marked out of 10. 

Eoch review also contains a WHAT'S 
WHAT box which is basically o box with 
information telling you... er what's what in 
relation to price, format and release date. 

Well that's that for the moin reviews but 
let's not forget the others. Firstly there's the 
DEJA VU section. Here you'll get reviews 
of new releases which aren't actually now 
at all (because they're already available on 
other formats). The PRICE IS RIGHT 
section is where you'll find the budgel 
games reviewed. They only gel an overall 
score because they're urn... well rather 
cheap actually. 
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Turrican IL Sequel 
to Turrican. From 
Rainbow Arts. 
Duncan 
MacDonald 
has a look. 
Shortest intro 
this month. (Well 
done. Ed.) 




S WHAT 


TITLE 


Turrican 


PUBLISHER 


Rainbow Arts 


NICE 


£24.99 


FORMAT 


. ST/Amiga 


RELEASED 


Mid-February 



■Bk emember Turrican? it doesn't 
really matter if you don't, 
because it's easy to sum up - a 
rather brilliant multiple-direction 
scrolling shoot 'em up cum maze 
game. Sort of a 'minor classic' 
really. So how do you follow an act 
like that? Well, Rainbow Arts 
decided that 'more of the same but 
with better graphics and sound' was 
the best way to do it. So that's what 
we've got. And jolly good too. 
Here's the scenario. ("Oh no!" - 
about nine billion people) 

"Turrican's dead pissed off - 
somebody's nicked his mountain 
bike. There he was, in the middle of 
a lie-in one Saturday, when he 
heard clanking noises coming from 
outside. He could have got up and 
investigated, but as he was in the 
middle of a brilliant nightmare (in 
which he was being chased by laser 
wielding nuns from the twelfth 
dimension) he went back to sleep 
again. The clot. He could have 
kicked himself. But that was that. 
His bike was gone, and the really 
annoying thing was that he could 

Dune: Hmrnm, not so 
hard this. You have, 
after all, played the 
one level demo, 
haven't you? No? 
Well, why not? Go 
and load it up at onco. 
Right, now you've seen it. Did you find 
those hidden blocks that spew out 
power-ups? You know what weapons 
you get then, don't you? Okay, so we've 
cleared that one up and you know about 
the power-ups, you know about the 
space-bar activated 'mega-weapons', 
you know about the flame thrower, you 
know what Turrican looks and moves 
like, so what don't you know? Well, for a 
start, if you thought the demo was hard 
to complete then let me add that it really 
is only the tip of an extremely large 
iceberg. No joking. The game is split into 
five 'worlds', and they just seem to get 
bigger and bigger and biggor, while the 
mazes get increasingly complex. Map or 
die. basically. The choice is yours. 

Something you definitely won't 
know about, however, is that on later 
levels Turrican boards a spaceship for a 
horizontally scrolling shoot 'em up - and 
it's very fast, believe you me. with some 
rather impressive parallax scrolling 
going on. And you also won't know that 
the final level is a vertically scrolling 




have prevented it. Still, resigning 
himself to this fact, Turrican made 
his bed, had breakfast and strode 
out into the back yard to 'collate the 
evidence'. The first thing he noticed 
were the giant footprints - dinosaur- 
like: "Maybe a Tyrannosaurus Rex 
or something," he decided, ''defini- 
tely an end-of-game nasty, any- 
way." Damnl He knew what that 
meant. If he wanted his bike back 
he was going to 
have to fight to 
the death for 
it. And he 
had a gut 
feeling that 
he was 
going to 
have to 
travel to 
a diffe- 
rent 

planet to 
have this 
fight. He 
was 
right. 
The 

shoot 'em up in the same vein. So, all in 
all, Turrican II is one hell of a big game, 
with a fair old rake of diversity flung into 

it. In fact, this is a 

dead impressive 
piece of ST program- 
ming overall, with 
smooth multi- 
scrolling that puts 
some Amiga titles to shame. If shoot 
'em ups are your bag then Turrican II is 
well worth checking out. In fact, it's "an 
essential purchase". Oh, and by the way, 
he isn't really after his mountain bike, er, 
that was sort of a 'joke', 
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planet was called Landorin, and 
he'd been there before - in a pre- 
vious game. (i.e. Turrican. Ed.) "Ah," 
he said, as this fact dawned on him, 
"that'll give me the edge: I know 
the terrain off by heart." So, strap- 
ping himself into his interstellar 
Austin Maxi, off he set. An hour 
later he was there. The planet Lan- 
dorin. "Oh dear," he remarked, "it 
looks different." And, indeed, it was 
different. Very different. (Sort of)." 

So there you have it. Turrican's 
back on Landorin. He runs the same, 
jumps the same, ducks the same 
and has the same gun. But there is a 
difference. New power-ups, a 
'mega weapon' and more colourful 
backdrops with some rather nifty 
and very fast parallax scrolling. Oh, 
and the size of the game is sort of 
'new' as well: it's much bigger than 
its predecessor. Mossive would be a 
good word to use - the caverns just 
seem to go on and on. But will you 
manage to get Turrican's bike back 
for him at the end of level 1 2? 
Probably not, no, but that's the way 
these things normally go, isn't it? 

Dune: Turrican II 
plays exactly the 
same as its ST 
counterpart, 
although, obviously, 
there's rather more in 
the colour and sound 
departments with judicious lashings of 
multi-layered parallax scrolling dotted 
about. There's not really a great deal to 
add, short of repeating the ST review 
word for word, so, er, that's that 
basically - an essential purchase A 
gigantic game - although some may feel 
it's a bit on the hard side. 
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Ditto - except more lavish 
colour and sound, but loses out 
slightly in the difficulty stakes. 




TURRICAN - 




3 



Poor old Turrican was too tight-fisted to insure his mountain 
bike, so when it was stolen he could either put it down to 
experience - or journey to the planet Landorin and get it back 
for himself. He went for the latter! 



SCREEN 1 



SCREEN 2 
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OURSE 




What do you gel if you 
cross a fairground ride 
with a racing track? 
We're talking Hard Drivin ' clones. 
Intricate courses with 'stunts' 
scattered about all over the place. 
Ramps, drawbridges, humps, loops 
and the like. Well, Crash Course is 
another such beastie, but it's been 
put together by Spectrum HoloByte. 
So what do you get? Read on. 




Whatever happened to the Green 
Cress Code you pedestrian prat! 




Duncan MacO demonstrates why thlt 
is not a popular plane with the USAF. 



WHAT'S WHAT 


TITLE 


Crash Course 


PUBLISHER 


Mirrorsoft 


PRICE 


£29.99 


FORMAT 


PC 


RELEASED 


Out Now 




Well, there are four cars in the 
program. You personally are driving 
a '66 Shelby Mustang, while your 
opponents (you can select one, two 
or all three) are driving (a) a VW 
Beetle, (b) a Porsche 91 1 Turbo and 
(c) an Iroc Z. (Whatever that is. Ed.) 
Each opponent has his or her own 
characteristics - much the same as in 
other Hard Drivin ' clones - and none 
of them are averse to blocking your 
way and knocking your car off the 
road (especially the Beetle 
- it's like trying to get past 
a 75 year old nun in a 
Metro). The tracks have the 
standard loops, banked 
curves and humps, plus 
drawbridges that go up 
and down (a la Stunt Car 
Racer), corkscrew jumps (of the kind 
James Bond often negotiates), 
sections of track containing 
'pedestrians', and a few more 
besides. The tactics are simple - 
drive fast, stay on the road and win. 

At any point during play (or after 
a race is over) you can switch to the 
now obligatory 'action replay' 
screen. You can choose from any of 
these camera angles: In-Car for- 
ward, left, right and rear views and 
Out-Of-Car chase helicopter or 
trackside multi-camera panning 
views (yup, just like Indy 500). And 
that, basically, is that - apart from 
one other thing: a course construc- 
tion editor. Create any type of track 
you so desire, from a tiny circular 
one covered in patches of oil to a, 
well, the world's your oyster really. 




One day Gregor Samsa awoke from uneasy dreams to find 
that he'd turned into a giant insect: but that was the least of 
his worries, because he also discovered that there was yet 
another Hard Drivin' clone installed on his PC (this time it 
was called Crash Course from Speccy HoloByte). He quickly 
went and told Duncan MacDonald, who examined the 
offending article. 



Dunci The old 

'computer 
games are tike 
buses' analogy may 
be an old chestnut, 
but that doesn't 
make it defunct: 
especially not in the 
case of Hard Drivin' 
clones - after all, 
there are two in this 
^^^g 11^/ very issue... er and 
^K|»""^r\ I seem lo have got 

K L the job of reviewing 

both of them (which 
means, unless I lie, 
that I'm going to be 
unpopular with the authors of one). 
Guess who I'm going to be unpopular 
with: fa) DSI /4-D Sports Driving) or (b) 
Speccy HoloByte {Crash Course)? The 
answer is (da dahl DSI. Oh dear. The 
thing is thai while 4-D Sports Driving is 
very good but rather jerky, Crash 

Course is very good and 
incredibly smooth. 
Generally speaking. 4-0 
Sports Driving gives you 
options for just about 
everything: a 
comprehensive track 
editor, an infinite number 
of camera angles and squillions of cars 
to choose from. But Crash Course's 
slightly more limited supply is sensibly 
picked and quite sufficient. 

At the end of the day Crash Course 
is an absolute hoot to play. and. while 
not being quite there, it's not too far 
from being as visually stunning as Indy 
500. The car handling is pretty realistic 
and the replay option is beautifully 
executed (although you can't record an 
entire race, just a couple of minutes at a 
time). To sum up. Crash Course is, to 
date, the pick of the bunch of the Hard 
Dr/wn'clones: and if I had to put my 
finger on why, then the answer would 
be simple - superb 'animation'. 



HASSLE FACTOR: 5 
The manual has text 
running up and down 
not sideways. Aargh! 
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Um... Persia, that's 
Iran now, isn't it? 
JRIS? Still this new 
^fcLJ Broderbund game 
is set in the days of 
yore, when women 
were women, and men 
wore very baggy trousers. 
David Wilson hitches up his 
hareem trousers and calls in 
on the Prince Of Persia. 




MMMfMM 



Ancienl Persia is in a bit of 
a rum to do. The good 
sultan is abroad fighting a 
foreign war, and in his 
absence the evil Grand 
Vizier Jaffar has seized the 
throne and inflicted a harsh tyranny on 
the people. Gad! You enter into this 
scenario as a foreign adventurer who's 
only gone and won the heart of the 
Sultan's daughter - mind you. in a land 
where all the women are four feet tall, 
three feet wide and wear head to toe 
black tablecloths, she's one tasty chick. 
Er.., the drawback of this is that Jaffar 
has the 'hots' for her too, and ergo has 
rather unpleasant plans for yours truly. 

So the game opens with you in the 
'clink', bereft of sword. Jaffar's also 
imprisoned the Sultan's daughter and 
given her an hour to answer his 
ultimatum - give htm a snog or die! With 
three huge mazes of dungeon, palace 
outbuildings and towers lying between 
you and your 'lurve', you've got an hour 
to complete the game successfully. By a 
combination of skill and judgment and 
some remarkably precise timing on the 
old joystick front, you have to 
circumnavigate this three section maze 
(each section comprising three levels) 
collecting your sword and potions en 
route, leaping monstrously gaping 
chasms (usually with enormous spikes at 
the bottl and sword fencing your way 
past baggy trousered guards. Gulp... a 
task and a half I'm sure you'll agree. 
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WHAT'S WHAT 


TITLE 


Prince of Persia 


PUBLISHER 


Broderbund/Domark 


PRICE 


ST/ Amiga £24.99 




PC £29.99 


FORMAT 


ST/Amiga/PC 


RELEASED 


PC/ Amiga Out now 




ST January 
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Jaffar promise* his love a life of unlimited chocolate blccles 



David: Prince Of 
Persia is a swash 
buckling romp that 
smacks of classic Erol 
Flynn movies. There's 
actually a good 
reason for this, since 
programmer. Jordan Mechner studied 
Hollywood footage to perfect the 
animation of the central sprite, and 
rather special it is too! Although small 
and moderately detailed the animation 
is something else. Prince Of Persia plays 
like a more arcadey Delphine game. The 
sprite has various beautiful routines 
initiated by joystick 
commands-turn on the 
edge of a ledge and pull 
down and the sprite 
realistically climbs 
down. Fall past a ledge 
and press firo and your 
hero grasps the ledge 
by his fingertips. The sprite dangles there 
swinging his little legs. Of course the 
screenshots won't live up to my praise, 
so you'll need to see it for yourself. 

Such a voluminous amount of 
attention has been devoted to animation 
detail and it's payed off - it's almost 
Dragons Lair-y. Run right then quickly 
turn left and the sprite spins on his heel 
skidding and flailing his arms. Much of 
the first level is devoted to retreiving 
your sword, and once you've achieved 
this you're tooled up for a bit of 
swordplay. Take the swordfighting from 
Pirates and spice it up, add loads more 
frames of animation and put it into the 
context of the dungeon and you'll have 
an idea of what we're talking here. If you 
lake a hit, you recoil backwards. Fall off 
a platform and the baddie will jump 
down to continue the fray! Prince Of 
Persia gave me a real buzz - it really 



HASSLE 
FACTOR: 0 

Single disk 
with minor 
interruptions 



brought back all 
those brilliant 
Sinbad/Jason And 
The Argonauts 
movies I used to 
lap up as a kid. 

The game is 
quite tricky, but 
since ultimately it 
needs to be 
completed within a 
one hour time 
limit, it needs to 
represent value for 
money, there is a 
save game option, 
but rather sneakily 
you can't use it till 
you reach level three. Actually this 
works in prolonging the gamolife and 
thus the value for money. 
The one area where 
had some 
doubts was 
the game's 
longevity. 
Broderbund have 
come up trumps 
again. The guys 
who brought 
you r 
Shufflepuck 
Cafe, who 
took the 
unoriginal 
medium of a 
horizontal plane shoot 
'em up and produced the 
brilliant Wings Of Fury, have 
now brought out the best 
sword and sorcery dungeon 
maze game with animation to 
rival Don Bluth and buckets of gameplay 
to boot. Sinbad? Naff off!! 





BHmey Erol, that's a largo appendage. 
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THE NEXT MILLENNIUM 




Millennium 2.2... Sounded a 
bit like a rather dull PC 
spreadsheet application, 
didn't it? And its 

successor? Millennium 
3.3 maybe - 
featuring enhanced 
payroll calculation 
abilities? Nope: it's 
called Deuteros and it's 
"a bit of a stonker". Tim 
Ponting goes all gooey 
over Activision's massive 
space think 'em up.. 



Ay- up 
maloy, 
•Ine's 
arrived! 
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LIDA IOI 




In space, no one can hear you scream 
<ui yew up al tha lights near Alpha Ce 

ands up if you don't 
remember what Millennium 
2.2 was all about... There's 
always one, isn't there? (Deep 
breath.) Alright, for your benefit, 
here goes. You played the 
commander of Earth's Moon- 
base in a rather knackered 
Solar System. Your task was 
to sort it all out and terraform 
the Earth again. Um, well that 
was it really. 

The plot of Deuteros begins 
a thousand years later. The Earth 
colonists have really cocked it up 
this time. Not only have they 
forgotten everything their maternal 
grandmothers told them about why 
they shouldn't accept sweets off 
strangers and how they should build 



. Even If they da 

nlaurl... 
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space craft, 
they've also 
turned the Living 
Planet into a 
rather large ash 
tray full of 
industrial dog- 
ends. Gone are all 
links with the 
colonies on other 
planets and 
moons; it's end-to- 
end episodes of It's 
My Navel And I'll 
Stare At It If I Want 
To. Dire, huh? Your 
task as Comman- 
der of Earth's only 
city is to... well, you work it out. 
What are you going to do? Will you 
continue making Teenage Mutant 
Hero Turtle toys with the world's 
resources or use them to 'reach for 
the skies'? The choice is 
yours. Unfortunately, it isn't 
as straightforward as saying 
"Alright chaps, show a leg, 
let's get the space kites up 
dinkum dory and go show 
the outer planets a thing or 
two about how we Britishers 
colonise a Solar System". Oh dear 
me no. Someone points out that 
nobody's invented 'space kites' yet 
and that, well, nobody's likely to 
until you start investing resources in 
Research. And that's where the story 
really starts... 



WHAT'S WHAT 



TITLE 
PUBLISHER 
PRICE 
FORMAT 



Deuteros 



Activision 



£24.99 



ST/ Amiga 




Late February 



Tim: Deuteros is 
instantly recognisable 
as sole heir and 
beneficiary to 
Millennium 2.2. It has 
tho same icon-driven 
friendliness (if 
anything quite this 
complex can be called 'friendly') and 
economo-strategic gameplay. Blimey? 
But unlike its ageing forbear, The Next 
Millennium offers greater depth, variety 
and a far more prolonged challenge. 
Just when you've got the hang of things, 
something crops up that turns your 
world upside down and it's time to re- 
assess your strategy. Millennium 2.2 
was difficult until the penny dropped - 



then it was a question of how quickly 
you finished the game, nothing more. A 
thousand years on, game designer Ian 
Bird has become infinitely more sadistic 
and unpredictable in his interstellar 
ramblings. 

This is all good news for the game 
player. The icon system is superbly put 
together - hardly original these days but 
who cares when it works? And it has 
obviously been heavily playtested to 
eradicate those "If only you could access 
the Immersion Heater Control Panel in 
the shuttle bay of one of Venus' moons 
whilst asleep at the controls of an (OS in 
deep space near Pluto" type design 
flaws. Not only that, but everything is 
animated - right down to the main 
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EARTHLING LEADER 



He couldn't organise an explosion in 
a methane factory... 




1) Home sweet home in the year 
3100 and 000.01 thousandths. 
(Whatever happened to h/m/s?) 
Blimey, we're lapsing into a bit of a 
Tory Age by the look of all this 
urban decay. They tell me I should 
invest in Research. Alright, I'll try 
anything once! Ho hoi 




2) Phew! Professor Biggs has been 
working overtime and now Moore, 
an apprentice Producer, is ready to 
start building Derricks. Why Derricks 
and not Rogers, I'm not sure. 
Anyway, he says that we can 
extract more raw materials that 
way. I think he's extracting the 
urine! Hur hurl 




3) Golly, Admiral Cooper's got a 
space shuttle up and running! Says 
something about building 'Orbital 
Factories'. I mean you don't need 
orbital production facilities for 
rubber wear! Chortle! Still, it's a 
basis for expansion isn't it? Fnuk! 




4) They want to know where they 
should send the new interplanetary 
space things they've built. I've found 
out that there's loads of helium on 
Jupiter - we could have a real laugh 
making loads of party balloons and 
stuff! Swing your pants everyone! 



MASTER ICONS 



1 ) Advance Time: moves the clock on by a few 
thousandths of an hour or so. 

2) Stock Taker: lets you check out personnel, your raw 
materials and their locations, plus where you left that 
elusive grappling pod. 

3) Disk Access: save games etc. 

4) Earth City: moves you back to the gold ol' home 
screen. 

5) Master Icon: moves you to the overall master screen 
showing all your Orbital Factories, IOS spacecraft and 
what they're currently doing. 

6) Deposit Analysis: allows you to check out the resources on each planet or 
moon. 

7) News Bulletin: a vidi screen updated with details of all the current affairs 
like aliens |ust whooped your bottom near Uranus. Gosh! 




ORBITAL ICONS 




| 1) Production: here you control what's being made by the 
Orbital Factory. 

2) Shuttle Bay: orbit to Planet/Moon surface and back 
again. 

3) Access To Shuttle: fill her up, take her to bits and all 
that jazz. 

4) Stores: what's in your, um... you guess. 

5) Space Dock: this is where your IOS spacecraft reside. 

6) The factory itself. 

7) Planetary Shuttle Bay: the same as in orbit but its 
surface counterpart. 

8) Resources: what minerals are available to mine on the 
surface. 

9) Surface Stores: what you've got down below. (Oo-er.) 



review 



icons, adding to the overall feel of 
interaction. Graphically, it's highly 
atmospheric and has a few extra-special 
touches - like the battle sequences 
when... oops, almost gave the game 
away there. You see. I can't really tell 
you how good it is without letting the 
cat out of the bag. You're going to come 
across loads of problems, and the 
further you progress the bigger and 
harder it gets. It makes Millennium 2.2 
look like a pee in the ocean. 

If there is any criticism at all. it lies 
with the basic concept of all games like 
this. Unless you're a bit of a closet 
economist, the thinking aspects can be 
distinctly underwhelming. I mean, if you 
aren't worried about mineral production 
on Gannymede, then you probably 
won't enjoy Deuteros much. But don't 
expect sympathy from me; this is a 
game that demands a lot and gives as 
good as it gets. If you're a newcomer to 
this genre, maybe you should sniff out 
Virgin's Supremacy first; it's simpler and 
gives far more instant gratification. But if 
you want to go straight for the jugular, 
Deuteros is the one to... erm, 'suck'. 



DELEGATING^ 

(IT'S A LAZY, LAZY, 
LAZY WORLD) 

One of the nicest things in 
Deuteros are the computerised , 
buddy automated chappies. The 
ACC - Auto Cargo Computer - lets 
you program shuttles to pick up 
and deliver between orbit and 
planets. The same goes for IOS 
craft. Another toy that you can 
build later in the game - the AOC 
or Automatic Operations 
Computer - allows you to set your 
production facilities to build 
certain items as desired. 
Whatever will they think of next. 





Tills animated title screen says 'Deuteros', 
In case you were wandering. 
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THE VERDICT 



Take a (airly <omplei spate 
strategy game, make it 
infinitely more deep and 
challenging, then tall it 
Deuteros. Simple really. 
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THE CRESCENT HAWKS' REVENGE 

Tim Ponting has been sitting by the door of the office for at 
least two months waiting for the postman to deliver his 
Smoke Jaguar Clan cloth patch from the US. When it turned 
up, he performed a flanking attack on the postie. "Yaroo! 
Smoke those Dracsl" Somebody tell him it's only a game. 
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Jason Youngblood 
- what a poof. 
Mech -Warriors 
are real men 
who eat six inch 
nails and smoke 
untreated animal 
dung. This guy is 
on a quest to find his 
pa - who presumably couldn't bear 
the fact that his progeny answers to 
such a limp-wristed monicker. 

If you're not familiar with either 
the original BattleTech game (from 
Infocom) or the futuristic combat 
system from the FA5A Corp it was 
based upon, the story is simple. 
Wars in the 31st Century are slug- 
ged out between huge, anthropo- 
morphic fighting machines called 
BattleMechs - driven, surprisingly 
enough, by people who look like 
Julian Clary. The original game 
(subtitled The Crescent Hawks' 
Inception) was a surprise hit: it had 
the right combination of combat 




WHAT'S WHAT 


TITLE 


| BattleTech 2 


PUBLISHER 


Infocom/Activision 


| £34.99/tba 


| PC/ST and Amiga 


RELEASED 


Out now/Late 1991 



action and RPG brain 
strain to crank up the 
addicriveness factor. 
Mech-Warrior, a fairly 
ropey vector graphics 
'Mech combat sim 
followed (not by 
Infocom), and now in 
BT2 it's time for the 
Crescent Hawks to prove 
their blood is blue. 

Revenge is an in-depth, 
command-oriented, viewed-from- 
above, tactical level 'Mech combat 
game consisting of scenarios linked 
together by an RPG-ish theme. You 
can control individual 'Mechs, or up 
to three Lances (each of four 'Mechs). 
The interface works like so: "Point 
at 'Mech, click, bring up its orders 
menu etc.". It's seems very clumsy 
at first. You give Lances orders as a 
group or individually, which allows 
great variety in the scenario 
structures. At the start you're giving 
orders over the radio to one 'Mech 
driven by a 
trainee techni- 
cian; by the 
end, you're 
calling in artil- 
lery barrages, 
air strikes and 
assistance from 
DropShips in 
orbit while 
commanding a 
combat group. 



Tim: This isn't a 
particularly exciting 
game to dive into. It 
lacks the immediate 
hook of its predeces- 
sor and the opening 
couple of scenarios 
are distinctly below par. But persevere, 
get over any initial struggles with the 
lumbering playing interface and you're 
rewarded by a clear upturn in gameplay. 

Take the fourth mission: you have to 
escort a transport vehicle to an ammo 
store in the Kell Hound base with two 
crap UrbanMechs in order 
to run off with stocks of a 
rather special missile. The 
idea is to swat away all the 
infantry attacks and burn 
clear with the loot. No prob- 
lem - until on your way out 
you meet an Assassin 'Mech with enou- 
gh firepower to fry eggs on your weedy 
carapaces. It's great fun working out a 
strategy to sneak the transport through 
the exit it's guarding. And so far the 
game has improved with every scenario. 

Revenge scores highly for several 
reasons, not least of which is the variety 
of 'Mechs you come across in combat. 
And the movement system is very 
elegant: select 'Move' from the 
appropriate menu and a box 
appears over the 'Mech's square. 
Move it to the 'Mech's first 
destination, click and you've 
'anchored' the first 'waypoint'. 
Continue clicking at every place 
you want to change direction until 
you've plotted the 'Mech's complete 
course. It's a swift and intuitive pro- 
cedure that works well within 
* Revenge's 'real time' framework. 




You can vary the game speed with the 
numeric keys - 
good for calm- 
ing things down 
during a 'Mech 
smacking sesh, 
useful for crank- 
ing the clock up 
while Jase is cut- 
ting his toenails. 

Graphically, 
Revenge is a treat, and the sound is hot 
stuff for 'internal speaker' users - digiti- 
sed speech alerts you to incoming 
messages. In fact, the game overall is a 
classy package, destined to sell as well 
as BT1 - but for once, a sequol has 
arrived that plays completely differently 
from the original. If Breach 2 and other 
tactical wargames are 'up your street', 
then Battle Tech 2 should be 'down your 
way'... as Brian Johnson would say. 
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SPIRIT OF EXCALIBUR 



Games about King Arthur, well, 
they're two-a-penny, really. I mean, 
there's... urn... well there are loads 
of them, anyway. Lakin was 
jumping up and down on his 
vexillological toes to do this one, so 
we sent Tim 'Where's that Lady Of 
The Lake, I'll sort her out' Ponting 
instead. It was probably a mistake. 

Well, well, well. It lakes 
extremely large testicles 
for a team of Americans to 
make a 'Fantasy Epic Game' based 
lorgely on the saga Le Morte 
D' Arthur by Sir Thomas Malory. I 
mean, who are they trying to kid? 

The year is 539 AD. Your name is 
Lord Constantine and Art The Smart 
has pegged out at the bottle of 
Camlann, leaving a kingdom in 
complete turmoil for you to unite. 
Not an easy task with evil sorcerers, 
ravening beasts and Metropolitan 
Wheelclamping Units spread 
liberally through the land. 

The game has two playing styles 
- Map and Scene Levels. The map 
allows you to skip around Dark Age 
England and direct the activities of 
the various loyal knights and their 
retainers against your evil enemies. 
The Scene Level on the other hand is 
where you control the activities of 
individual knights within single 
locations. For example, you can 
instruct Sir Andre Previn to pick up a 
magic conductor's wand and use it 
on Sir Eric Morcambe, or search his 
drawers (oo-er), request money or 
other favours - that sort of thing. 






rs WHAT 


TITLE 


Spirit of Excalilbur 


PUBLISHER 


Virign 


PRICE 




FORMAT 


[ PC (ST/Amiga soon) 


RELEASED 


Late January 
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Tim: You couldn't 
ask for a product to 
be presented in a 
more attractive way: 
quite impressive 
considering these 
are Yanks fiddling 
with English 
heritage. The difficulty level is just right, 
levering you into the gamo painlessly 
while presenting a considerable 
challenge in later episodes. And the 
control mechanism is dead 
straightforward: icons all down the road. 

Despite initial impressions, Spirit Of 
Excalibur is actually a complex game of 
strategy and tactics. You have to make 
friends in the right places to unite the 
kingdom against the 
Saxon threat: but just 
when you've got the 
hang of knights, 
battles and all that 
\az;.. you realise that 
magic and religion 
also play an important role. Ignore the 
RPG elements at your peril. Every 
character has Hit Points, Health, Magic. 
Combat. Armour, Nobility and Faith. The 
strengths and weaknesses of each 
individual must be weighed up carefully. 
Send Lady Nineve against Count 
Morwick and she'll end up as fish food. 
But when it comes to Druidic rituals at 
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pirit Of Excalibur is divided into 
five concurrent episodes of 
increasing complexity and 
challenge. They are: 
The King Making (Shandy): You 
ride South to Camelot and - unless 
you're a right prat - get made king. 

The Return Of Launcelot Du Lac 
(Babycham): You have to find Lanky, 
hold London against Saxon aggress* 
ors and stop the evil Melehan from 
sweeping South from Scotland. 
The Enigmatic Giant (Snakebite): 
This oversired gent turns up on 
Camelot 's doorstep demanding a 
WBO title fight. You have to search 
for the answer to the lethal puzzle of 
the giant. 

The Enchanted Knights Of The 
Forest Sauvage (Meths): A Brown 



Stonehenge, well... she's a 'bit of a goer' 

The graphics are exceptional, but 
presented in a fairly boring and 
repetitive manner despito their quality. 
Every time you click from the overall 
map to a 'Scene Level', your party 
lumbers onto the screen. No matter how 
pretty, it soon becomes a drag. But 
slight frustration at the lack of variety to 
the gameplay is more than made up for 
by the richness of tho plot. If rescuing 
damsels in distress is something 
you enjoy of a weekend, thon put 
this one on your shopping list. 




This unpleasant green thing wants 
lautoed maiden for brekky. 



i J *n»<» 1 

■jOfTtMb 


•fTIOl « 




ln'i | 




ioo fcxc*i>; 1 








I WTHuOMv j 












B vr rcTO* t 


EZZ23SXE 





i h ■■■ hj 



Battles en these animated screens 
aren't as Interactive as we'd like. 
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Knight and his band of Enchanted 
Knighrlets start causing 
disappearances in the Forest Sauvage 
region. Not only do you have to sort 
the crap-coloured noble out, you also 
have to keep revolting peasants 
under your sway and guard against 
even more revolting Saxon curs. 

Morgan Le Fay's Revenge 
(Mrs. Fell's Home Brew Sloe 
Gin): Morgan Le Fay is 
spreading evil throughout 
the realm and you have 
to mobilise your most 
able magic wielders in 
a master plan to 
protect the kingdom. 
Succeed and you'll have 
all the maidens in 
England tramping a path , 
to your door; fail and 
you'll be disembowelled 
and have your head 
stuck on a pole. 
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Do you want to box in the Fourth Dimensio 



Mindscape and award winning developers DSI bring a new era of games to your home 

4D Sports series. Here the 4th Dimension Is realism and the action is amazingly real. 
Modelled and simulated on real human movement, 4D Sports Boxing is the most accurate sports simulation 
ever written. 4D Sports Boxing lets you create and save a camp of up to ten of your own boxers. 
You dictate how tall, how heavy and how strong they are 
Next you train them and build them up into lean, powerful fighting machines 
- then it's time to enter them into their first fight. 



MINDSCAPE 



far mi* local dealer, contact: for further information on Mindicape products 

Utndfcupr International ltd. The Coach House. and new releases please call 0898 234214 

MwUwdi tstuie. Scaynes Hill. 

Wtst Sussei HHi7 JSC. M. 044 436 7*1 



IBM PC ft Compaiibtcs. CCA. tCA, VQA/MCGA keyboard. Mouse or 'ayitKkU9.99 

or land* graphics Rokuid or Adltb sound euro's Amiga & Atari SI available fanuary 1991 L24 99 

or choose amattng digital sound with no extra 

hardware required! ' 
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VEKTOR SEKTOR 



Paul Lakin once bought 
a pair of shoes in Leeds. 
Eight years later he 
realised that they were 
crap so he went back to 
change them. While he 
was there, he decided 
to pay a visit to Vektor 
Grafix - so that way 
ZERO had to pay his 
rail fare... 




Mora 
complicated 
than * 



WHAT'S WHAT 


TITLE 


Space Shuttle Simulator 


PUBLISHER 


Virgin 


pnifc 


1 PC £44.99 
ST/ Amiga £39.99 






PC/ST/Amiga 
Early February 



There used to be a 
really good pub in 
Leeds called the Eagle 
where I misspent my 
youth listening to live 
Blues music on a Friday night. 
Nowadays, youths are misspent in 
front of TVs and monitors, zapping 
aliens and strafing infantry. Never 
one to get stuck in the past (chorus 
of laughter round the ZERO office) 
I passed up the temptation of 
revisiting The Eagle. Instead I found 
my way, via a tortuous one way 
system, to the open plan, ever-so- 
modern offices of Vektor Grafix... to 
zap some aliens... 

SPACE 
SHUTTLE SIMULATOR 

Times change. Not so long ago, 
Leeds was a post-industrial city of 
brick and old smog; now it's all 
clean glass and shutters. Likewise, it 
seems like only 87 years 19 days ago 
that the Wright brothers managed to fly 
the first heavier-than-air aircraft - yet 
we're already flying heavier-than-very- 
very-heavy-things craft out into space. 
At first glance. 87 years 19 days seemed 
to be about the time it was going to 
take the average person to come to 
grips with this Space Shuttle 
Simulator. Before the game was 
loaded up, I was handed a 
frighteningly large bundle of 
papers with NASA written 
across them in very big letters. 
"With this manual you can fly 
the shuttle." Hmm... with this 
manual you could do someone 
a very serious injury, I thought 
to myself. Vektor Grafix has 
spent a year developing this 
game and that development has 
included ploughing through hefty 
NASA flight manuals. 



"This is a very rare document. There are 
only 178 copies in the world." I was 
genuinely surprised. Were there really 
178 people in the world who wanted to 
read a space shuttle manual? 

As well as manuals. Vector Grafix has 
also had to sit through NASA in-flight 
videos - by which I don't mean crackly 
copies of Arthur II but videos of shuttle 
training flights. All this has resulted in 
an authentic and detailed sim. You know 
how all those adventure games come 
with maps of the terrain so that you can 
find your way round? Well Space Shuttle 
SimulatorwiW come with a huge map/ 
postor of the control panel. As a man 
who has difficulty finding the cigarette 
lighter in a Ford Fiesta this struck me as 
a very good idea. 

Space Shuttle Simulator has got the 
lot. It's got every single screen, switch 
and button that can be found on the real 
shuttle's flight deck. Each of these 
screens, switches and buttons do exactly 
what their counterparts do in the real 
shuttle, {Sometimes this can vary, 
depending on whether the shuttle is in 
ascent, orbit or descent.) In fact, if space 
shuttles have cigarette lighters on them 
then the Space Shuttle Simulator will 
include a cigarette lighter. (Which, like 
most cigarette lighters, will probably go 
wrong the third time you use it.) If you 
so choose. Space Shuttle Simulator will 
not only do what the shuttle does but it 
will take the same amount of time. 
However, since this would mean taking 
six and a half hours hours to roll the 
shuttle out to the launch pad, there are 
times when you'd be well advised to use 
the accelerated time option. 

A BRIDGE 
WITH A VIEW 

The cockpit of the shuttle is nicely laid 
out, cosy and reassuring. There is no 
reason to ever leave it, since you have a 




Open the paylead doors, ho says. So 
whore arc the payload doors? 



Right now, let's press one el thei 
buttons. Ir, eonlo, moenfo... 
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UP, UP, AND AWAY! 

This is mission control... we are now T minus 1 2 
seconds and counting... do you read us Shuttle 
71... Shuttle 7?... oh come on now, stop 
messing around... 




OK Mm. Watklns, before we begin 
year first lesion, I'd like you fa road 
the number plate on that shuttle. 



Very good, now engage first gear, 
chock your mirror and slowly raise 
the clutch. 




having released the 
rochets, let's try moving op Into 
third gear. 



A beautiful take-off Mrs. Watklm. 
Now, la a moment I'm going to ask 
yoa to carry out an emergency stop. 




Always remember to chock your 
wing mirror before executing a 




lanoeuvre. 



number of on-board cameras with which 
to take a butchers at the surrounding 
scenery. However, there's a big world 
out there my son - and you ought to go 
and have a look at it. In fact if you didn't, 
the lads at Vektor Grafix might feel 
inclined to remove a few of the more 
structurally important parts of your 
skeletal frame. 

A lot of time and effort has been put 
into the 3D graphics in this game. The 
whole of the earth has been mapped 
and it is possible to zoom from right out 
in space down to nose-pressed-against- 
the-launchpad. The pad or the landing 
site can also be viewed from any angle 
and you can track your craft all the way 
into the heavens. 

Once there, you'll not be surprised to 
find that the star map is completely 
accurate. (Or so I was assured; me, I 
can't tell my Plough from my Big 



Now look back at the earth and 
|ain In with mo, "So here am I 
sitting In my tin can..." 



Dipper.) However, things really hot up 
once the bay doors open, revealing 
spinning satellites or whatever it is 
you're going to dump into space. The 
Robot arm has all its joints in the right 
place and moves with impressive 
coordination. (Neither of which could be 
said for ZERO'S staff writer after a long 
and uncomfortable train journey.) 

I'M MANDY, FLY ME 

Okay, so we've got a brilliantly detailed 
flight deck, some impressive 3D 
animations and mind-boggling attention 
to detail. Now what do you do with 
them? Well, what you do is fly missions. 
There are in the region of 14 
missions, from the fairly basic 
landing practice (for which you are 
launched off the top of a 747) to 
building a space station. You even 
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under wraps 




IS THERE A 
VEKTOR IN 
THE HOUSE? 

eople spend a lot of time 
thinking about a lot of 
strange things. The people 
at Vektor Grafix have spent a 
lot of time thinking about 
shapes. [Shapes eh... I get it, 
shapes... nudge nudge... know 
what you mean, hur hur. Ed.) By 
shapes I mean computer 
generated polygons. (Oh. Ed.) 
Solid filled polygons to be 
precise. After a while, they got 
bored thinking of them and got 
onto thinking about 3D filled 
polygons - 
specifically, the 
problems of 
putting one 
shape behind 
another 
without it 
showing 
through. 
Having 

overcome that 
problem, they dabbled with that 
of guiding one shape through 
another (e.g. a car through a 
tunnel) and how to view it from 
all directions. The results show 
up on Death Or Glory. The plane 
rising from the bowels of the 
carrier can be viewed from any 
angle and what you see is a 
plane rising from a carrier - not 
a plane with a bit of carrier 
going through it. 

Then there's the little problem 
of polygons. Polygons are not 
enough, so they got on to using 
ellipses and cylinders. This 
shows up in their use of spheres 
which are spheres, not just 
'cheating' circles. 

Another rather neat package is 
COCO (Colour Convertor) which 
allows the artist to do a 256- 
colour version of a screen. 
COCO then generates the VGA, 
CGA and EGA versions. This 
makes massive savings in time 
and hardware. (Space Shuttle 
Simulator would have had to be 
on 9 disks but thanks to COCO 
it's only going to need 3.) 

All the various systems which 
Vektor develop can be 
incorporated into the games 
being worked on. Therefore a . 
designer has all the utilities at 
his fingertips and can concen- 
trate on "writing games, not 
writing technology." Hurrah! 



ZERO 



Alright, 
who's get 
the nose 
cono? 
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DEATH OR GLORY 



f you fancy yourself 

such an ace that flying 

your lone Spitfire 
against an entire squadron 
of Me 10°'s fails to turn 
your knees to water, then 
how about flying your lone 
Spitfire against a squadron 
of MiGs? Because it's one of 
the options open to you in 
the game Vektor Grafix are 
developing for Acrivision. 

Death Or Glory is an 
arcadey flight sim with six 
different scenarios (First 

and Second World Wars, Suth b#a * tv ' » ueh «l«rlty, swch a sitting L _ 
Korea, Vietnam Falkland* and the Lebannon). In each era you can 
elect to play either side. You can also choose to fly a proper Op, using 
various Al-controlled auxiliary ships and planes to support your own 
aircraft, or alone in a mid-air duel, pure and simple. If neither of these 
tickle your chuckle muscle, then there's the "What If?" option allowinq 
you to fly a plane from one era against a plane from another. 
Electing to fly an Op gives you strategic as well as combat 
°,:Z VOU l m,ss ; on is 1° °omb on airfield then you might wont 

to send in some other planes first as a diversion - but how far ahead 
should you send them? 

As well as detailed maps and aircraft, the game includes period' 
loading screens for each era. The cockpit facia of each plane is 
different and car. be lowered out of your way if you want a full view 
of your enemy. External and internal views ('internal' means 'inside 
the cockpit .not a close up of your duodenal ulcer) will give you 

°° iX r.u e 7 nf *°y* ? f ,ooki "9 °» H10 imminent death surrounding 
you. Will N be death or glory? That'll depend on you. 




KILLING CLOUD 

HEfJT Sa , n F««isco takes on a whole new meaning in 
K.llmg Cloud, a game Vektor are working on with Imogeworks. 
V° r ? e ond PO'«>nous «'oud has settled on the once hippy city. 
Above the haze are the roof tops, upper stories of tower blocks' and 

ontilU^S Pe ° P ! W "2 Sm ( ° 9 . ,he 5tree,s are dim ' Poisonous and 

patrolled by gangs such as the Black Angels. 

Info this polluted world you must voyage in your hover bike in 
search ot criminals who can be netted (literally) and then dragged 
back to the Police Station for 'discussions'. Your overall mission is to 
crack a cnminal network and nab Mr Big. This means working your 
way through his henchmen and using clues gained in interrogations. 
W l°fi«T ny W Tu 9 q , ues i ons or «<idently your suspect and 

-vXI/m^ Tt - bocl ir nere y°° 5tarted «»ter than you can say 
West Midland Serious Crimes Squad". 

The Killing Cloud graphics 

are not hampered by the 

game's foggy subject matter. 

Above the smog the roof tops 

are clear and you can see for 

miles. Below the cloud, life is in 

infra-red and visibility is less 

than perfect. (Walk too far from 

your Hover Bike and you may 

never find it again.) If the speed 

of the game doesn't worry you, 

it will be possible to have a 

map with 2000 buildings on it. 

However, shoot 'em up fans „ 

will probably favour the less toZ:*?^*^ 5" h " M I 

buildings more speed option. ZZZtLTT 




► get the chance to launch the 
Hubble Satellite and then go back 
and repair it. All the game lacks is a 
mission where you take DLT into 
the furthest reaches of space and leave 
him there. Well, you can't have it all... 

In reality, there isn't that much to 
flying a space shuttle, said the man who 
has difficulty driving more than five 
miles without causing a major accident. 
The point is that virtually the whole 
operation is pre-programmed so the 
astronaut's main job is keeping an eye 
on things and taking over when he gets 
bored. In the simulator, the various 
difficulty levels affect the ratio of 
computer to human control. On the 
simplest level, the computer tells you 
what needs doing and how to do it. For 
example, a sign might flash up saying 
"Your cigarette isn't lit. Use cigarette 
lighter." Then the game automatically 
shows the section of the control panel 
with the cigarette lighter in it. The 
cigarette lighter will flash so there need 
be no doubt about which button it is. 

At the other extreme, the computer 
very much takes a back seat. "There's 
the ground, there are the controls, now 
get on with it." It's then that you start to 
worry about circulising your orbit, 
attaining the correct re-entry trajectory 
and how you go about turning a craft in 
space when there's no friction to prevent 
you drifting all over the shop. 

With all these challenges plus a 
random possibility of any of the controls 
malfunctioning, the Space Shuttle 
Simulator looks like an ideal training 
ground for all budding astronauts. But 
mind you, I never did find the 
cigarette lighter, so smokers need 
not apply... 




And so, itrangoly, I* this. Spook* 
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LucasArts on the art and science of entertainment 



WORKING 
IN THIS 
TOY FACTORY 
HAS ITS 
UPS AND 
DOWNS. 

Tired of the same old 9 to 5? Then it's time to punch in 
for the Night Shift m at Industrial Might and Logic And 
take control of the wackiest, wildest, toy -making machine 
you've ever imagined. 

Here's your chance to punch out DarthVader. ' 

Or Luke Sky walker™ Indiana 
Jones'" even Zak McKracken:' mini- 
ature dolls of your favorite Lucasfiim 
characters. But make sure you get 
their heads screwed on right. Or this 
might be your last day on the job. 

Each eight hour shift takes just a 
few minutes to complete. But the 
better you get, the tougher your job 
gets. BiggerQuotas. Pesky lawyers. 
Furry pests. And of course 



the machine hardly ever 
breaks down. 



* Recycled industrial waste 
becomes fantastic plastic • if 
you can keep your coot 

* One wrong squeeze of paint 
and you'll turn ArtooDeetoo 
green with envy. 

' A squirt of glue, a whack in 
the head, and a toy is born. 

" You probably won 't need the 
^ automatic quality controller, 
f jjg because youll never make 
mistakes. 

* Pack em up, ship em out, 
make a bundle, andgo home. 




AVAILABLE ON: 
CBM64/128, 
Amstrad, 
Cassette & Disk, 
Spectrum Cassette. 
Atori ST Amiga & 
PC & Compatibles 



NiGHr Shift 




US Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 625 3366 



review 



PANZA K 
BOXING 





Coo catch a load ol those metatarsus. 

Like any true aristocrat Lord Paul 
Lakin is well versed in the noble art 

of boxing. So he offered to do 15 
rounds with US Gold's Kick Boxing. 

There are certain things thai a chap 
doesn't do. He doesn't drink 
blended whisky, he doesn't wear 
clip-on bow lies and he doesn't shoot 
pilots as they bale out. When it comes to 
fisticuffs (and any chap worth his stiff 
upper lip will always be ready to 
exchange blows with an outright cad 
when he sees one), a chap maintains 
certain standards. Hair pulling and 
scratching are out 'cos they're girly. Also 
out is kicking. Kicking is not done. Did 
Bulldog Drummond kick? Did Biggies 
kick? Did our 'enry kick when he went 10 
rounds with Ali? Of course not. 

Try telling that to Andre Panza. M. 
Panza is not an Englishman and. 
consequently, will never be a fully 
qualified chap. However he is a fully 
qualified kick boxer. This means that in 
moments of crisis he can wave his 
cheesey feet under his opponent's nose 
and thereby gain a knockout. Panza's 
feet must be particularly cheesey 'cos 
he's three times world kick boxing 
champion and twice European French 
Boxing champion. A man like this 
doesn't caro about manners, 
chappishness or flower pressing. He 
cares about violence and is disturbingly 
good at il. 

Panza Kick Boxing throws you into 
this violent and ever so slightly smelly 
world. As a contender you can fight a 
range of opponents and thereby 
improve both your rating (measured in 
dollars) and also gain various titles (or 



belts as we 
I a tterd ay 
gladiators like to 
call them). 
However, before 
you can even think 
about getting into 
the ring, you've 
got to do a bit of 
preparation and 
that doesn't just 
mean fixing your 
gum shield. 

In order to 
improve your 
ratings, both in 
reflexes and 
strength, it's 
advisable to spend 
a while in the gym 
equipped with all the essentials (except 
sweating yuppies working off their city 
lunches). More importantly you need to 
work on your... er... technique. 

There are 55 moves open to you 
ranging from a fairly straightforward 
punch to the solar plexus to a beautiful 
spin kick double twist arrette 
culminating in a swift smack in the teeth. 
You must choose 13 of these moves and 
select which joystick position initiates 
the manoeuvre. These decisions are 
important, remembering them is even 
more so. "Where the hell did I put that 
head kick?" you think as your boxer 
ineffectually punches thin air. "Ah. this is 
where I left the canvas." 




Punch, swivel, dive, punch, kick, slip, 
trip, sprain, break, hospitalise, queue, 
waiting list, reform NHS, die. 



WHAT'S WHAT 


1 TITLS 


Panza Kick Boxing 




Futura/US Gold 




ST, Amiga, PC 
£24.99 


RELEASED 


Out Now 




Paul: Panza Kick 
Boxing is one of 
those games that so 
of stumbles onto 
your desk late in the 
morning without 
raising much 
expectation, just an 
awful lot of dust. Yet another fighting 
sort of game making the usual range of 
promises about realism and challenge. 
Should I take a look at it or leave it 
around until David spills coffee all over 
it, then chuck it away? 

Fortunately I decided it would be 
sensible to have a quick look - well it 
beats working after all. In fact it beats 
quite a lot 6f things 'cos it's no mean 
game. Well it's a very mean game, but 
it's no mean game either if you see wh 
I mean. (Not exactly. Ed.} 

There are two outstanding features. 
Firstly the animation which is as smooth 
and as realistic as most press releases 
claim and few games acheive. Although 
the boxers occasionally overlap in a 




Out for the count. Serves him jolly 
well right for calling my Cadburys 
Caramel Chew Bar a poof. 

slightly silly way. most of the time they 
move, sway and leap like true 
professionals. Secondly there's the 
varied range of moves open to you as a 
fighter. Not only is there impressive 
variety in the different kicks, punches 
and jumps available but they're also 
very simple to select. 

Where the game slightly stumbles is 
in the structure of the competitions. In 
the two player mode this is unimportant 
since it's a simple 
head to head. 
However in one 
player mode, the 
competitiveness 
doesn't quite come 
off. Although there are various leagues 
to work your way through it would have 
been a far better idea if, having beaten 
one opponent, you automatically went 
on to fight someone else. Instead, if you 
don't choose a new opponent, you can 
simply keep on slugging it out with the 
same guy which makes things rather 
less challenging. 

Fortunately, this is a very minor gripe 
because basically Panza Kick Boxing is 
tough, exciting stuff. 



Hassle 
Factor: 0 

Slick action 
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review 



PORTS 

DRIVING 

Mindscape games come from a dimension different to that of 
other companies - the spooky old fourth dimension, to be 

precise. So, follow- 




B 



oxing games have never been 
as surreal as this - there aren't 
even any boxers in it... just 
cars. So let's pretend, for the sake of 
the review, that it's actually a 
driving game. Okay then, at the 
outset there's a nice front end with 
five clearly defined options to 
choose from: Opponent, Car, Lefs 
Drive, Track and Option. Let's dissect 
(scalpel please nurse). 

Opponent takes you to a screen 
where you can either opt to race 
against the clock, or (surprise 
surprise) against an 'opponent'. 
There are six to choose from, 
ranging from highly skilled to highly 
crap. However, there's a further 
'difficulty level' available due to the 
fact that you can give your chosen 
combatant any one of the eleven 
cars on offer. If he's particularly 
good you may decide to handicap 
him by giving him a Lancia Delta 
I {the slowest 
car in the 4-D 
Sports Driving 
'showroom'). 
So on to the 
Car option, 
where you 
pick your own 
motor, and 
it's exactly 
the same as 
in the 

Opponent bit 
* you can 
choose a 
Lamborghini 



ing hot on the heels 
of 4-D Sports Boxing 
comes 4-D Sports 
Driving. "Oh no, not 
another boxing 
game," said Duncan 
'Dippo' MacDonald 
as we sent him into 
the 'reviewing 
room'. The stupid 
clot soon dis- 
covered his 
mistake. 



Countach, Ferrari 
GTO, Jaguar XJR9, 
Lancia Delta, 
Lamborghini 4W truck, Porsche 962, 
Porsche Carrera, Porsche March 
Indy (i.e. a racing ear), Corvette ZR1, 
Acura NSX or an Audi Quattro. 
Horses for courses, basically - which 
leads us nicely on to the Track 
option, as it's here you get to 
choose your course: six presets and 

-rhu 'Unique' Sell- 
ing Point - a (da 
daa) course editor 
(Watch your lip. 
Ed.) Design your 
own tracks, just 
like a Scalextric 
set. The 'Options' 
option is full of the boring but necessary 
stuff - control mode, graphics levels 
etc. So, now it's time for the Let's 
Drive option, which takes you into 
the game itself! Er, you race around 
the course. As quickly as possible. 
Without bumping into your oppo- 
nent's car. Or any of the scenery. Or 
any of the 'obstacles' on the track... 



WHAT'S WHAT 



HASSLE 
FACTOR: 0 

No real hassles 
to speak of 
(once installed). 



4-D Sports Driving 



PUBLISHER 



Mindscape 




£29.99 



Out now 






Dune: This game was 
originally to have been 
called Skid Marks, but 
fortunately for any 
company currently 
writing a Taking Your 
Undies To The 
Launderette Simulator, the name is stitl 
available, as Mindscape went for the 4-D 
Sports Driving monicker instead. 
However, if I was making decisions at 
Mindscape, I would have plumped for the 
title Hard Driving With Indy 500 Replay 
Facilities, A Course Editor And Slightly 
Jerky Graphics, because that, essentially, 
s what it is. Nothing wrong with 
that though (apart from the 
slightly jerky graphics). So I'm 
going to 'talk you through' a 
sample race. I've picked the best 
computer driver and kitted him out 
with a Lancia Delta, while I myself am 
at the controls of a Porsche Carrera. 

Okay, off we go, along the straight. 
And I can't see my opponent's car. Great, 
he's behind me already then. Yo ho, 
there's a hill up ahead. But what's on the 
other side? If I take it at full speed, I'll go 
flying into the air - which could be dodgy 
if there's a concrete barrier sticking out of 
the tarmac. Mind you. if I slow down old 
slowcoach back there will close on me. 
Naaah, I'll take it at full whack. (Head 
down as Porsche leaps over crest of hill 
and crashes into concrete barrier.) Bah! 
Action replay time then, a la Indy 500 ~ 
panning cameras trackside (which can be 
raised or lowered), a chase helicopter, 
plus a sort of Freescape view - move the 
camera almost anywhere around your 
car. Time for another race. Missed the 
Concrete Blocks, then 
camea cropperon The 
Loop. And another - 
survived The Loop, 
came unstuck on The 
Corkscrew. 

4-D Sports Driving, 
in the end, is let down 
by the jerky graphics. I 
shouldn't make com- 
parisons, but it's hard 
not to: 4-D Sports 
Driving is better than 
Hard Drivin', but not as 
good as Indy 500. 
Simple as that really. 





GRAPHICS (J) A0DICTIVENE5S (J) I «V|MI 
SOUND Q EXECUTION £) l 3 
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Ever since he saw Nick Ross on Crimewatch, David Wilson 
has fancied the life of a copper's nark, dobbing in his chums 
for financial gain and free plastic surgery. That's why he 
fancied Ocean's Narc (the clot). 




Davldi As the battle 
(or the Christmas 
number one slot 
reaches its climax (as 
we write), here's 
another contender 
from the Ocean stable. 
It's Narc, the conversion of the Taito 
coin-op, coded by the Sales Curve team 
(of Silkworm and SWIV fame). A Narc, as 
any school boy will inform you, is no- 
thing to do with being a police informant 
or being peed off. In fact it's American 
jargon for an officer of the drug squad. 
Marc - Narcotics, y'seel? Okay, but being 
American and being a computer game, 
these Narcs go in blasting! 

One or two players participate in 
this multi-level shoot 'em up 
against junkies, low-lifes and 
Mr Bigs of the evil KRAK 
organisation. Starting with a 




single shot, you blast your way through 
the bad guys. Each hit will leave you 
with money, drugs, bullets or missiles to 
add to your arsenal. 

The 'stand out' features of the coin- 
op were centred on the amount of 
violence - hit a gang of baddies with a 
missile and you'll be showered with 
severed limbsd) - and the interaction 
with the scenery. On a later level you 
find a Porsche that you can jump into 
and drive. Meanwhile, a huge helicopter 
sprite hovers overhead; this too can be 
blown out of the sky. Both of these 
elements have been fully recreated in 
the coin-op and full marks for that. 
At the end of the day though. Narc 
has been spoiled for me by having 
seen Robocop //first - 
much better sound, much 
better animation, more 
complexity of gameplay. I 



found myself frustrated by the Narc 
control system. Dogs especially were a 
pain to dispose of and when they attack ^ 
you they seem to be 'getting off with 
your leg! To kill them you should be 
squatting down but each time you lake a| 
hit your sprite stands up. I also found 
that some of the later level graphics 
lacked definition. Still, Narc has capture^ 
much of the excitement of the original. 
It's an above average example of this 
style of game but for me it's not the bed 
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Narc 



PUBLISHER 



PRICE 



NARCO 

Ever since reading David's intro, Paul Lakin has fancied the 
life of a copper's nark - so we let him loose on Narco Police. 
(Nov/ that's what I call a clot. Ed.) 




Paul: Robocop meets 
James Bond in this 
horizontal/into the 
screen shoot 'em up. 
Drug barons are holed 
up in an island 
headquarters and you 
must lead three squads of Narcotics 
Police (Narcos to their chums) in an 
attempt to flush them out and then flush 






them away. Since the 
drug dealers have *-«^ 
invested 500 million 
dollars in their security, they are 
unlikely to be impressed by a 
copper with a truncheon and a pre- 
war Webley. Fortunately, you have 
a selection of weaponry that would 
be the envy of many modern armies. 

As well as great firepower, success 
demands more than a tadge of strategic 
ability. There are five tunnels leading 
into the centre of the island but you 
command only three units of police. So 
as well as selecting each unit's equip- 
ment, you must decide which tunnel 
each unit will use to launch its attack. 

Once in the tunnels all hell breaks 
loose Enemies, machine gun posts and 
large mechanic doobries lie behind every 
corner waiting to be blasted. You'll need 
to plug into computer terminals to help 
find your way through the tunnels and 
not just run round in circles like certain 
navigationally unsound ZERO reviewers. 



The graphics are on the jerky side 
and the main sprite's joystick response 
is occasionally sluggish. More seriously, 
it is less than easy to aim at targets, the 
best tactic being all-round blasting. 
However, the main character sprite's 
animation is fairly realistic and the 
graphics are colourfully attractive. Like 
many Dtnamic games, Narco Cop 
verges a bit on the difficult side, 
though this is not necessarily a bad 
thing. It's exciting and atmospheric - 
and that's certainly a good thing. 
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TITLE 


Narco Police 


PUBLISHER 


I Dinamic 


PRICE 


£24.99 


FORMAT 


ST/ Amiga/PC 


RELEASED 


Out now 
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Meanwhile down in the 
Electrocoin arcade there's 

hosts of exciting new 
coin-ops. For the first time 

in ooooooh months it's 
busting out with originality 
(well sort of). David Wilson 
pilfered his celebrated ten 
pee collection and popped 
down to play the latest. 
Why don't we join him? 



Tatsumi/50p a 

n pole position i 
Electrocoin arcade at 
the mo is this latest .Av« 
number from Tafsumi. /^M\ & 
Up to four player k ■ 

simultaneous action is jJf & 
on offer as you take the JW 
role(s) of members of a JRjH 
bike gang fighting for jr^l 
peace justice and the ^JnW 
thrill of a thousand cc's 
rumbling between your 
legs (Oo-er). Take the 
scroll into the screen 
rolling road action of 
Super Hang On and 8- 
bit classic Enduro Racer, mBi 
then cross it with car * 
smashing chase action a 
la Chase HQ and you're 
beginning to get the 
picture. Then add enemy 
bikers to be kicked and 
punched from their 
mounts, enemy 
gyrocopters dropping 
bombs on you which 
you can leap up and ^^^^^ 
punch, and road block- 
ing end of level nasties like rogue 
JCB's - and you're getting closer. 

To get the whole picture add 
on extra element where although 
you're constantly riding into the 
screen, you can ride further 
forward and decelerate back to 
add an extra dimension of 
movement. When you actually 
pull back on the joystick you can 
practically get your sprite to fill 
the whole screen. It's well impre- 
ssive as the action practically 
spills out of the screen and into 
your lap. You can leap enemy 
cars backwards and forwards as 
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well as landing on their roofs. As 
they receive more and more 
damage large chunks of body- 
work fly off just like Chase HQ, till 
they finally explode impressively. 

With the winning elements of 
a good rolling road driving game, 
all the action of Chase and SCI, 
four player simultaneous game- 
play and state of the art arcade 
graphics, Tatsumi's Cycle Warriors 
should be massive in the arcades 
and in the home. 
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Listen very 
carefully 'cos I 
will say this 
only every 
single month 
that we run 
these arcade 
pages. Look didn't you read this 
bit last month!? If you did then 
you needn't waste your time. If 
on the other hand you didn't, 
then pay attention because I 
might not say it again. Each 
arcade game is scored out of 
five invaders - five invaders is 
brilliant, one is crap, 'nuff said. 
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GUN FRONTIER 

Ta i to/ 5 Op a go 

Oh no missus! Wilh so many strong Taito titles in the arcades, you suddenly 
come across another of these ralher 
dated numbers. It's one of those verti- 
cally scrolling, shoot absolutely everything that 
moves type of games (that frankly don't seem to 
have brought us very far from Space Invaders in 
terms of gameplayj. Still as examples of this sort 
of game go - and there are many: Ashura Blaster, 
Raiden, Vapour Trail etcetera. Gun Frontier is 
pretty state of the art. The extra weapons include 
a liberal sprinkling of napalm that falls forward of 
your fighter and then explodes in glorious 
technicolour. Bad guys are land, air and seaborne 
and as you'd expect there are huge, enormous, 
humungous, really rather large, end of (and even 
mid) level nasties. The reason for the title seems 
to be contrived from the fact that many of these 
huge basts seem to be modelled around old 
Western six gunsi!?). Not the best game in the 
arcade by any stretch of the wossname, but 
get a cabinet with the volume cranked up 
and you'll find it an addictive if somewhat 
mindless blast 'em up. 
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LIGHTNING SWORD «™ BLASTER 



lrem/50p a go 



Lightning Sword 
is the latest in a 
string of sword 
and sorcery/martial 
arts beat 'em ups to 
swamp the arcades. 
Oh dear, what a bad 
start - and t was 
promising tons of 
originality. Ho hum. 
Despite falling firmly 
into the 'tried and 
tested' familiar 
formula, Lightning 
Sword does actually 
meet the high 
standard we've come 
to expect from Irem. 

One or two 
players can take part in this martial arts 
slasher that borrows all its swordplay 
from Strider (which can't be bad*. As 
well as the Strider slash, there's also the 
now trademarky Irem power-up thing 
where by holding down the fire button 
you get an extra powerful blast. Every 
now and then you'll come across ornate 
pillars that you can chop up to give you 
power-up items to endow your character 
with bigger and more impressive 




appendages (Oo-er). Huge and novel 
enemy sprites appear as end of level 
baddies including the little buddha chap 
who encases himself in boulders to 
become stone man. Not as bad as it 
seems at first. My initial reaction was 
'Boooring!' but after parting with quite a 
few squidlies, its not so bad. 
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ere's another of those self same, 
vertically scrolling, two player 
shoot absolutely everything that 
moves, or indeed doesn't, games, It's 
called Ashura Blaster and it comes from 
the Taito stable. The main characters 
here are two helicopter gun-ships 
battling their way through a rather 
hostile environment. As well as your 
forward firing gun doopha you can buy 
different extra weapons and you also 
have a supply of bombs. Some of the 
enemies hurl about a ton and a half of 
hot lead at you, 
making survival a 
tad on the ques- 
tionable side. Oh, 
and when you get 
hit, your helicopter 
does a crap shrink- 
ing act - supposed 
to simulate your 
falling to earth I 
suppose. Two heli- 
copters make 
progress a bit 
easier, but all in all 
I found it rather 
uninspiring. Save 
your dosh. 





SPACE GUN 



Taito/50p a go 



Here's another storming new 
title from those Taito 
chappies. This time it takes 
the hugely successful formula of 
their former chart topper Operation 
Thunderbolt, adds 'knobs' to it and 
gives it an Aliens scenario. 

One or two players get to be 
space marines entering an 
enormous space shuttle that has 
been overun by vicious alien nasties 
with a taste for human cordon bleu, 
Blast the space scum with your 
future Uzi and they'll explode in a 
gory Beast Busters style space mess 



3f 




(leaving dribbly bits of space gore on 
your visor). Let 'em get to you and 
you'll receive a screen jarring, four 
claw slash or bite (Ouch!). Your 'Uzi' 
now features a pump action doopha on 
the front that lets you crank through 
various ammo types including high 
explosive rounds aka grenades (pretty 
useful since to dispatch some of these 
basts takes a whole host of ordinance). 
Remember in Oppo Wolf how 
annoying it was when a bad guy got 
away? Well, on the Space Gun cabinet 
you've also got a really groovy 'back 
peddle' feature, er... which is actually a 
pun because there's a foot peddle 

which lets you scroll the 
game backwards to have 
another blast at anything 
you've missed. 

A very creepy Aliens 
type atmosphere pervades 
the whole game as you 
creep into the gutted ship. 
The presence of the alien 
horde is evident with the 
manked human bodies 
that you'll come across! 
There's all the usual bonus 
pick-ups like extra and 
different ammo, extra life 
and lazer sights etcetera 



which are accessed by shooting storage 
holds. You'll also hear cries of help every 
now and then, and a human may run out 
to you - these are hostages and the more 
you rescue the better but watch out, 
there's at least one fab graphic where a 
hume jogs out to you then falls to his 
knees and mutates to a vicious alien 
before your very eyes! Real gun-toting, 
heart-stopping excitement this one and 
no mistake. 
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David Wilson has a 
deep-rooted fear about 
going to the butchers. So he 
visibly flinched when we 
asked him to review Core 
Design's Car-Vup which, 
incidentally, has nothing to 
do with joints of meat. 

David: 'Variety is the 
spice of life' could 
well be the motto of 
Derby based 
programming/ 
publishing house 
Core Design - 
because here's its third game, Car-Vup. 
and it's radically different to both its 
predecessors. If nothing else, this serves 
to prove what jolly capable chaps they 
are. Car-Vup is a cutesy platform game 
in the nature of massively popular 
arcade games like Super Mario Bros, 
Donkey Kong, et al. The hero is Arnie the 
cutest of cute characters bearing a 




remarkable resemblance to Benny the 
Cab from the Roger Rabbit movie. 
Cartoon World has been overun by the 
minions of the dastardly Captain Grim 




(he's a bast of the first order) and Arnie's 
task is to restore happiness and defeat 
evil in the five levels that make up 
Cartoon World- He does this rather 
inexplicably by replacing rivets in 
building site girders, placing ribs in 
spine bones, etc. whilst avoiding the 
lurking nasties. Arnie mainly moves 
around left/right and performs big or 
small jumps. He can't stop, because his 
brakes don't work (obviously the 



Cartoon World MOT test is significantly 
more lenient than our own). 

Anyway tenuous scenario apart, Car- 
Vup is a platform game with smooth, 
fast animation and lovely, little graphic 
touches - bad guys like the traffic cone* 
with little legs really cracked me up. 
Arnie can also get bonus power-ups, 
giving invincibility, extra weapons 
etcetera. Er... and that's it in a nutshell. 

At the end of the day though, Car Vu 
is aimed at the younger market and is 
definitely more of a console game - 
these facts are testified to in my (rather 
chauvenlst) opinion by the fact that al 
the girls in the office absolutely rave 
about it. Hem hem. Car-Vup is a 
massively addictive, cutesy, multi-level 
platform game, and if this is the sort of 
game you like, then you'll just love 
erm... Car-Vup. 
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Core Design 
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Out Now 
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CHIPS CHALLENGE 



US Gold has now converted its Lynx puzzler Chips Challenge 
to home computers. David Wilson took the chip off his 
shoulder and took a closer look. (You're sacked! Ed.) 



David: Much has 
been said by many 
people about 16-bit 
games having a 
tendency to 
concentrate too much 
on graphics and too 
little on gameplay. Games like Chase HQ 
and R-Type are specific examples which 
despite inferior graphics, are far superior 
in terms of gameplay on the Speccy for 
example, than on their 16-bit 
counterparts. As people realise the 
validity of this argument one solution 




WHAT'S WHAT 


TITLE 


Chips Challenge 




US Gold 


PRICE 


£24.99 


FORMAT 


ST/Amiga/PC 


RELEASED 


Out Now 



has been to release games that have 
already proved themselves playable on 
8-bit machines - Millennium's Volanda, 
Hewson's Powerdroid '90, et al. I still 
have a problem with this, in that okay, 
you get gameplay but the bottom line is 
you've now got an 8-bit game (even if 
the graphics are slightly more colourful) 
on your 16-bit machine. What we want, 
of course, is a game that combines 8-bit 
gameplay with 16-bit graphics, ho hum. 

Anyway, all of this is a rather 
contrived way of getting around to 
reviewing US Gold's Chips Challenge. 
Originally coded for the Atari Lynx, 
Chips strikes me the same way as the 
aforementioned 8 to 16 hit game 
conversions. Okay, it's more colourful 
etcetera, but the sprite is still about two 
pixels high with four way movement. Of 
course the gamoplay is there and rather 
addictive it is too in a Boulderdash/ 
Repton sort of way but I feel a bit 
cheated for my 25 knicker. Chips 
Challenge involves a tiny chap puzzling 
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I'm bad my chips! {Sod oH. id) 

his way through eight trillion levels of 
varying complexity and containing 
coloured keys, movable blocks, fire and 
water etcetera, whilst collecting silicon 
chips. The learning curve gently lulls 
you into the game and then the levels 
start getting well tricky. Each level has a 
code which you can enter from the 
game's start and an irritating little ditty 
accompanies the whole caboodle. 
An addictive game but wouldn't it 
bo cheaper to play it on a C-64? 
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Take a musician. He is 
passionate about his music and 
the instruments and technology 
he can use to create it. He is a 
perfectionist; he eats, sleeps and 
breathes music and equipment. He 
owns a dodgy Ford Escort with a 
sticker saying 'my other car's even 
crappier' in the back window. (Urn, I 
think we made this one up. Ed.) He 
signs a deal with a record company 
and spends the money they give 
him on gear. But both he and his 
music seem destined to remain 
forever obscure. 

Then one day he buys a 
computer, loses his inhibitions and 
discovers parrying. (Blimey, steady 
on... Ed.) Suddenly people start to 
listen to his music. He sells records. 
He gets radio airplay. He becomes 
incredibly attractive to members of 
the opposite sex with large assets. 
He even gets an interview in ZERO... 
(Bloody hell, he's made then. Ed.) 

The musician's name is William 
Orbit, though his music will be 
familiar to you under the name Bass-0 
Matic. His recent single. Fascinating 
Rhythm, shot high in the charts with a 
little help from singer Sharon Musgtove, 
rapper MC Inna One Step and various 
guest musicians. I found him half dead 
after a very rock 'n' roll night - the first 
part of it 'on the town' after attending 
the British Voguing Championships, the 
second part asleep on the stairs in his 
London recording studio. He apologises 
for being incoherent and suggests we 
conduct the interview in the garden. 

Unfortunately, the garden is playing 
host to a maniac workman with a 
pneumatic drill. "Let's go upstairs," he 
shouts. The drill follows us like a hidden 
camera on Beadle's About Til shut the 
window," suggests William in a slightly 
raised voice, "then we'll start." 

Then, um, we started. William's years 
in obscurity were spent with a band 
called Torchsong. It was during this time 
that he fell in love with technology and 



YOUR 
FACE 



Steve Phillips, 
he's back and, 
um, "badder 
than ever". (He 
told us to say 
that.) This time, 
he's blasting 
into William 
Orbit, a vital 
organ of 
choristers 
Bass-O-Matic... 
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INTERVIEW 



music 



built a recording studio everywhere he 
lived - including a squat, tt was a habit 
trial brought him into contact with a lot 
of 'dodgy people'. But far worse was his 
affair with equipment: while other men 
were lusting after women in pervy 
mags, he looked at pictures of equip- 
ment, read about equipment and lusted 
droolingly after equipment. Fwoar, he 
thought, look at the sliders on that. 

"It's true. I used to do it." he admits. 
'It eats you up inside, it's terrible. It 
caused me a lot of unhappiness actually. 
People who want to be professional 
musicians usually get their money in 
regular weekly amounts, so they have to 
save for what they want. But musicians 
don't, they get it up front in chunks - and 
they get to blow it in chunks, and regret 
it at leisure. When money's short, you 
have to spend more time researching 
what's available - especially if it's a big 
investment. That's what I used to do, but 
I've worked it out of my system - finally 
after being seduced for years and years. 
Now I don't really need anything, and 
when I do I'll search it out. but it took 
years to get to that state." 

And that wasn't the end of William's 
problems - he didn't only want to have 
all the gear to make music, he wanted to 
play all the instruments himself. 

"I used to play everything myself, 
and I was seriously obsessive about it as 
well," he tells me, "and I 

think that is a mistake 

too. When you bring 
other people in, it really 
juices things up." Froo! 

Then came his rebirth 
He discovered night- 
clubs, computers, and 
even other musicians. 
Gasp! Why, he even had 
the skateboarding hippy 
Steve Hillage drop by to 
record a guitar solo on a remix of 
Fascinating Rhythm. 

"He brought his gear into the studio 
end put this giant crystal on top." says 
William, suppressing the giggles, "went 
into a trance and played his guitar." 

The fact that William's brother is a 
'leading light' at Hewlett Packard may or 
may not have had an effect on William's 
recent move into computers. He admits 
to being a late starter with the microchip 
revolution but has strong ideas on what 
a computer's good for. 

"Computers for accounts are a waste 
of time," he announces. "You end up 
working for the computer. And Psion 
Organisers, I mean... But computers in 
music come down to freedom. Music is 
freedom. A friend of mine, Laurie Mayer 
who was the singer with Torchsong. 
makes wonderful music but she'd never 
shown any interest in working with gear, 
she used to leave it to me. And just 
recently she decided to learn about it. 

"Sequencing software is designed for 
musicians, so it's speaking your 




I'm like a kid 
in a sweet 
shop, I just 
grab anything 
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language. And 
it's amazing - 
it's given her 
so much 
freedom. And 
now she's 
addicted to it - 
she even rings me 
up in the middle of 
the night if she has 
problems. And if she 
can get to like computers, 
being so technophobic. 
anybody can. All I've seen 
happen in her case is it free up her 
music and make it much more 
spontaneous. So I approve of computers 
in music - absolutely." 

So what exactly is it that William has 
got the bug for? Could it be the popular 
Creator program? 

"We bought an Atari and C-Lab 
Creator and hired programmers to 
operate it," he reveals. "Then I thought 
'this is ridiculous', the reason I got into 
engineering was because it was quicker 
for me to dive in there than get 
somebody else to do it. I had a go and 
found it very easy, but didn't like the C- 
Lab very much so I gave it to my 
engineer. Then I went out and bought 
the Mega2 and Steinberg Cubase and 
two days later I was kicking myself for 
not doing it before. It was a doddle 
really: I spent two days 
going methodically 
through the manual and 
I'd got it. Normally I don't 
bother with manuals, I like 
to find my own way 
through. Now I love it; it's 
part of me and it's enabled 
me to be more 
spontaneous with music. 

"Most of my music is 
done using the computer. 
I'm like a kid in a sweet shop. I just grab 
anything that's going. I like to work fast 
and impulsively and then I'll say "stop!" 
and put it onto tape. 

So computers get the gig, William? 
"Computers lead to more musical 
expression, more creativity and more 
music seeing the light of day." 

As well as the success of Bass-O- 
Matic, William can claim to have made 
his mark as a remixer of other artists' 
work. So far you can find Malcolm 
McLaren, Erasure, The Cure, S' Express, 
Oleta Adams, Belinda Carlisle, the 
Human League and Prince on his hit list. 
Not bad for a boy whose latest hobby is 
being a disk jockey - it's the sort of thing 
he'd probably have looked down on in 
his previous incarnation as a 'muso'. 

"I've actually done it the other way 
round." he explains. "I'm having a go at 
DJing from remixing. Technically 
speaking, I find mixing and cutting very 
easy, I never have any problems. The 
hard thing is actually choosing the right 
records and knowing what to play at the 



s going 



right time. 
That's what 
takes the 
time to learn. 
I'm really 
getting into it 
now. I'm DJing 
at a rave in 
Jersey soon 
and I had no 
records, so I went 
out to Wired For 
Sound in Hackney lo get 
some stuff together to play. I 
could spend hundreds of pounds on 
records if I had the time." 

So could I, if I had the money. 
"I like records that have been put 
together DJ-style. I love all the din - the 
Jungle Brothers and things like that. 
People like me who have comparatively 
sophisticated gear and experience find it 
hard to do that. A lot of the stuff I buy is 
by people who are really inexperienced 
- people with a bedroom full of stuff can 
turn out music that sounds right to my 
ear. It's the route between getting the 
idea and getting it out." 

So the advice to ZERO ravers is to get 
on their computers and crash in on the 
dance bandwagon? 

"There'll be something new along 
soon, you've just got to keep your eyes 
open because you won't know where it's 
coming from. Trust your own ear, it's all 
you need. If you can teach yourself to 
trust your own instincts as to what 
sounds good, you're laughing. But it 
takes a while to do that - like it takes a 
while to learn to be simple." 

Me, I'm off to learn to be simple. If 
I'm really smart, I might spot something 
new while he's asleep on the stairs... 




ACID LOCO 



You've been 
sending in loads of 
demos to DJ 
McCandski - some 
of them brilliant, some of them, 
um, not quite so brilliant, (i.e. 
completely crap. Ed.) The 
competition has now closed, so 
we'll be announcing the results 
next month. (If we remember.) 
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MURDER 

CBM 64/128 Disk. Alan ST, Amiga. 
PC & Compatibles. 

• 3 million murders provide the 
ultimate challenge, variety and 
replay ability. 

• A classic race against the clock - 
you have 2 hours to solve the 
murder. 

• Point n click control - providing 
a totally interactive environment. 
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LOOM 

Atari St, Amiga. PC & Compatibles 

• Stunning high resolution, 3D 
landscapes. 

• Sophisticated score & musical 
effects. 

• Point n click control of characters, 
obiects & magic spells. 
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OPERATION STEALTH 



Atari ST, Amiga. PC ft Compatibles 

• Fully mouse - driven Cinematique 
operating system. 

• PC version features 256 colours 
(VGA). 

• Superb music enhanced by Ad Lib 
and Roland compatibility 

(PC version). 





iice witl .machines open doors into new worlds of computer entertainment, 
dors of solitary figure walks the streets, head bent, dejected. Take pity, 
mtless.. II him about the GOLD IN THE CITY. 
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THEIR FINEST HOUR 

THE BATTLE OF BRITAIN 

Alan ST, Amiga. PC & Compatibles 

• Create your own mission with 
authentic combat action. 

• Comprehensive 200 pages 
historical catalogue. 
Unique reply camera plus a host 
ot special features 



BUCK ROGERS'" 

COUNTDOWN TO DOOMSDAY 

Amiga. PC & Compatibles. C64 disk 

• Detailed computer role playing 
game. 

• Battle a myriad of strange beings, 
including lightening reflexed terrain 
desert runners, galactic pirates and 
assault robots. 



OPERATION HARRIER 

Atari ST. Amiga & PC & Compatibles 

• Features unique ROTOSCAPE 
rotating-landscape technique. 

• 5 complex missions to tackle and 
complete. 

• Ad Lib and Roland sonic support 
(PC version). 
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CRYSTAL I 
TIPS* I 




What a brilliant game 
Cadaver is and no 
mistake. We've had a 
trillion letters from 
shandymen who are 
stuck in the later 
levels - so. 
especially for you 
here's the complete 
solution (er... with the 
easy bits missing!) 






LEVEL THREE 

MAIN PASSAGE: You need the Boar Key lo 
go W- much laler. 

SIDE CHAMBER: Either jump at the lever or 
throw stones at it, depending on which way 
you want to go. then nip through the bars 
before they close again. 
GAOLER'S STAIR: Stone Bag under stairs. 
VISITOR'S GAOL: Shuriken. key for South 
Ooor in Court Hall; lever opens bars. 
COURT HALL: You need to pull a levor in the 
Guard's area to go W - much later. Key for 
South Door is in Visitor's Gaol. 
HIGH COURT: Lever —> pit ==> down to 
loyal Gaol; Dispel Trap Spell. Stamina Potion. 
ROYAL COURT: Candle. "KTV 
Touch Wulf and you will receive a quest. When 
you fulfil each quest return here and you will 
get a new key and a now quest. 

QUEST 1 : CROWN - Give Crown to Wulf 

«> Serpent Key 
QUEST 2: HERBS - Drop Herbs in Font 

==> Boar Key 
QUEST 3: NODOS - Drop Nodos in Font 

«> Royal Seal Key 
QUEST 4: POWDER - Drop Powder in Font 

•=> Peace Key 
QUEST 5: SPCU - Cast Enchant Liquid on 

Font ==> Guard's Key 
QUEST 6: CHAUCE - Drop Chalice in Font; 

give Chalice to Wulf -•> Spider Key 

Use the Spider Key to go W from the Spider's 
Lair and up the Secret Stair to LEVEL FOURI 

QUEST 1: CROWN: 

GAOL: Use Kl to unlock this side of the door; 
go back to High Court and drop down pit into 
Royal Gaol. 

ROYAL GAOL: Crown, Confusion Spell; use 
K1 lo leave provided you have already 
unlocked the other side with tho same key. 

QUEST 2: HERBS: 

GUEST'S HAU: Walk down middle; Serpent 
Key ==> E. 

ROYAL MAZE: E from Ante Room; E; dodge 
balls; E; WIS*; get Handle; E; N; Stamina 
Potion; W; N; W; S(EI; levor ==> gold (if you 
pull this lever at a different times you will 
suffer a Shurikan Attack which I am told can 
be turned off with a button somewhere) * 
locks and unlocks a couple of doors; E; WIS); 
open chest; get "K2"; S; E; E; insert K2; N; 
W; W(N); N; pull western lever TWICE (first 
unlocks this door (S(W». second activates 
floor pad in next room); S(W); step on large 
floor slab to raise block; drink alcohol to get 
*"K3" (don't worry it wears off); get Candle; 
N; open Chest (uses K3I — > 2 Candles; S(E); 
E; put four Candles In four red circles (3 from 
Royal Maze. 1 from Royal Court); WIN); N; 
insert Handle in lever slot; pull levor to unlock 
door to E; E; E; walk onto red circles 
Teleport to candles but now there is a Chest in 
the room; cast Dispel Trap; open Chest 
gold * Ring; W(NJ; N; E; WIS); press Right 
Button; S; E; press Button -=> GEM (as long as 
you only pressed the Right Button in the 
previous room); Casket will open i( you have 
Ring ==> "K4"; N; S; HERBS; uso K4 to go S; 



N; W; W(N);N;S(W);S;W. 

QUEST 3; NODOS: 
MAIN PASSAGE: Boar Key — > W. 
ROYAL HAIL (E): Get all tho coins — > 2 
GEMS; keep standing on central tile to pump 
wall meter back up and prevent damage. 
ROYAl HALL (W): Stand at the right hand end 
and throw largo objects (o.g. GEMS) onto the 
ramp - you will suffer some damage as the 
ball bumps the button each time; two or three 
objects is enough to make the ball fall down 
the hole «=> spikes disappear; lever W. 
(Retrieve the GEMS') 

GREAT KITCHEN: Eat Round Loaf for gold. 
MEAT STORE: Rock (Cannonball), Boar's Hoad, 
Raw Meat: cook the Raw Meat in the Great 
Kitchen before eating it or you will lose 100 
Stamina; eat Meat «> "K5*\- push barrels 
together by bars and climb on one; drop some 
Kindling (from the Wood Store) onto other 
barrel; jump onto Kindling; jump to top of 
bars; drop down to kill spider; get "K6"; eat 
Boar's Head and wait Toleport to Royal 
Hall (E). 

ROYAL CELLAR: Use K5 to open chest — > 
Vine Leaf Token. Massacre Spell. Stamina 
Potion; stand on chest to insert Rock in holo; 
position barrel; pull lovor to smash barrel with 
rock, repeat with all barrels ==> gold ♦ "*K7". 
K6 unlocks door S - don't go there yet. 
WOOD STORE: K7 in keyhole «> holo; put 
Rock in hole; move barrels to find lever; pull 
lever (Rock is now in Potion Store); get "KB" 
from under bowl. 

POTION STORE: Use K8 to open chest ==> 
SuperSpeed 11x60). Poison (3x30). 
Unknown(1x35) (anyone know what it is?); 
Stamina Potions; Pretty Bottle (ignore this - it 
is poison); use Vine Leaf Token in slot lo 
unlock door; drag strongbox to S wall, second 
tile from right; stand on strongbox; throw 2 
pieces of Kindling on to high shelf in quick 
succession ==> Rock rolls down side and 
knocks barrel off NODOS. 



.se Royal Seal Koy to 



QUEST 4: POWDER: 
SQUARE CHAMBER: 
enter Treasury. 
GOLDON HALL: Drop something and jump 
onto it to enable you to jump ovor the spikes 
easily. You nood the Exit Key to get out E - 
much later. 

WARD ROOM: When tho meter hits the 
bottom an indestructible sphere will appear 
which drains your stamina; move quickly; walk 
on second tile from right by South wall to un- 
lock W; first go N; on return from there go W. 
GUARD'S ROOM: Step on large tile then 
dodge back to avoid rocks; Strength Potion. 
Dispel Trap Spell, Stone Bag. 
TREASURER'S HALL: Push strongbox to 
ground =*> Shuriken, GEM; put GEMs In holes 
(2 from Royal Hall (El, 1 from here, 1 from 
Royal Maze (by pressing buttons)) => E(N). 



WARNING: STAY ON HIGH PATH UNTIL 
YOU REACH THE GREAT TREASURY. 



GOLDON HALL: Wait and get the Stones. 
CRUSHER: Throw Stone at lovor ==> S. 
FLAILER: Do NOT use lever - it blocks your 
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way later; duck and dodge. 

RIDER: Upper lever => S. 

LAST CHAMBER: Drop something and jump 

on il lo jump over safely (or just take a tittle 

Carnage). 

GREAT TREASURY: Drop from Upper Treasury 
to get "K9** and pull level which opens 
lower W door 

UPPER TREASURY: Build piles of items in 
front o' each Shuriken hole starting from tho 
right - then you can get everything at your 
leisure. (Shot Shield and Speed can help. I fust 
take a little damage.} All the keys you need are 
m the chests/strongboxes/caskets in this room 
- move them to a safe area before opening so 
that items don't fall onto the spikes in the 
room below; drop down the SW hole to reach 
platform in Great Treasury; Unknown Potion 
(2x50) (anyone know what it is?), SuperSpeed 
Pot.on|l*100>. Shot Shield Potion.Sack of 
WHITE POWDER, Stamina Potion. ••K1Q". 
Token from Treasurer. 

HELM'S TREASURY: Drop 5 items down hole 
le.g. Stones. Kindling) pit closes; use 
chest to reach keyhole use KIO —> N. 
LORD'5 TREASURY: Just tun through; if you 
want some gold then use a SuperSpeed 
potion to give you time to get tho key and 
open the chest; the chest contains about 1300 
gold, the other sacks are worth about 180 gold 
each and the coins are only about 30 gold 
each factually if you come back here later via 
the Flailer, the bars move out of the way and 
you can get the gold anyway!). 
AXEL'S TREASURY: Use the floor lever 3 
times lo move the bars away from the wall; 
pull both wall lovers to unlock N (helps if you 
have SuperSpeed and back off quickly to 
avoid falling racks); Strength Potion; 
SuperSpeed: gold. 

SUCER: Use Shot Shield Potion; pull all levers. 

starting at right ==> W. 

RIDER: Lower lever — > E. 

SMALL ROOM: Lever ==> keyhole, use K9 — > 

N. 

CANNON ROOM: Watch the Flailer cycle - 
ride across the room when the Flailers are 
pausing, edge down the far side to the door 
(o* cheat and walk past the cannonbafl holes, 
pausing in front of each one as it fires - if you 
are in ihe way there is no cannonballt) 
FLAILER: Pull lever; jump on lift; stand on 
adga (if you pulled the upper lever so that the 
board is in the way either climb over it ■ 
apparently you can jump on to the metal 
bands - or restart). 

UNNAMED ROOM: consider this part of the 
new room; number ihe levers LI and L2 
meeds a Handle); the chest needs Kit. 
Great Chamber: DON'T use the floor loverl 
Use SuperSpeed to jump over pit; use Shot 
Shield to survive cannonballs. 
1)get"K11" 

21 useKII to open chest — > '"K12" 
31 pull LI 

4) use Kl 2 on North Wall - -> Handle 

5) pull L2 

6) pull new lever 
7»N 

LESSER TREASURY: There is plenty of lime to 
do everything if you are careful; pull lever to 
open door; use the key on the floor to open 



the chest; get "K13*\ two caskets. The fish 
on the casket is actually a herring, this is a 
RED HERRING, don't waste any spells on itl 
The other casket is important - note the name 
on it and take it with you. 
CRUSHER: Token from Treasurer In slot ==> W 
lor jump up and go N. W> 
Golden Hall:K13— > E. 

QUftT S; ENCHANT LIQUID SPELL: 
DIPLOMAT'S LOBBY: Peace Key ==> E; you 
need Unlock Door Spoil to leave. 
DIPLOMAT'S HALL: STV key opens the casket 
from the Lesser Treasury ==> Read Magic 
Spell. 

NATION'S HALL (N): You need K15 in the W 
keyhole to open the E door, 
NATION'S HALL (S): You need K16 to open S 
door; you need a nandle in Right Hand Lever 
to open E door. Massacre the Goblin to get 
Goblin's Key. 

VANLANDS HALL: Jump on barrel, soarch 
shield ==> *"K14"\ wait ==> Ram's Skull; use 
barrel to jump onto stairs to avoid 
cannonballs. 

UPPER CHAMBER (above Vonlands): 

Unknown Scroll is Unlock Chest (use Read 
Magic on it); Wine; use K14 to open casket ==> 
"K15"; Darrigan's Wand. 
SOUTHERN HALL; Push chest onto lift; pull 
lever; pull lever again and jump onto lift to 
roach room above. 

MATIL'S CHAMBER: Laguna's Wand (under 
armouri; Cast Unlock Chest on chest ==> Holy 
Sign, Brass Key; search pillow — > casket; 
insert Brass Key in casket -• > "K16 ,# . 
Halusas Hall: Use Goblin's Key to open chest 
==> Giant Jump Potion; Black Tome (use Read 
Language Spell from upstairs); button selocts 
board; lever starts/stops board - build yourself 
a staircase to go up. 

HALLUS'S CHAMBER : Holy Sign in hole --> 
Maiil's Wand (Unlock Door x 2); read the book, 
get the Handle; Massocro Spell, Read 
Languago Spell. Red Crystal Box. 
SOUTHERN HALL (second visit): Stand at the 
side of the blocks and drop the wands on to 
them - Durrigan, Mailt. Laguna from left to 
right ==> casket =-> "K17". 
EASTMARCH HALL: Drop a couple of items 
and jump onto them; use Giant Jump to jump 
from there to high platform; pull lever to close 
pit at lop of stairs; climb up stairs by timing 
your jumps carefully (start from bottom step 
just before it disappears). 
UPPER STAIR: pit is closed by lever in room 
below; use K17 to go W. 

UPPER CHAMBER (above Eostmarth Hall): 
drop Red Crystal Box in nolo marked by red 
stone: Black Tome in black hole; Ram's Skull in 
white hole; Wine in green hole ==> ENCHANT 
LIQUID SPELL 

DIPLOMAT'S HALL: use Matil's Wand to Cast 
Unlock Door Spelt to leave. 

QUI IT *: CHALICIl 

WEST PASSAGE: Use Guard's Key --> W. 
GUARD POST: You need K18 to leave lo the 
East. 

PASSAGE: Kill lower man with Shuriken. 
GUARD'S SHRINE: Kill left Goblin with 
Massacre; jump up on his block; kill other 



Goblin with Shuriken =*> •*K1B"; pull lever 
(unlocks W door in Court Hall and removes 
block so that you can go W from Royal 
Armoury). 

NOW GO BACK to the Court Hall and go W. 

MUSTER ROOM: Kill left man with Shuriken; 

use his key to unlock W door. 

ROYAL ARMOURY (E): Kill Goblins (Massacre 

and Shuriken) ==> block to W removed (if the 

door won'i open you haven't pulled the lever 

in the Guard's Shrine); Two Keys 

GUARD'S HALL (N): Use Two Keys from 

Royal Armoury to go W. 

GUARD'S KITCHEN: Search pillow — > 

"K19*\ 

ROYAL ARMOURY (W): Pick up Helm; Magic 
Missile Spell, Poltergeist Spell; Cast 
Poltergeist «> Breastplate (eleports to red 
circlo in Guard's Kitchen: Cast Poltergeist 
Bowl teleports lo red circle in Guard's Hall (S); 
Cast Poltergeist Chest teleports to... can 
you remember where the other rod circle is? - 
it is in the Royal Maze! Go there and open the 
Chest with K19 ==> CHALICE (Ignore the other 
item behind the bars - it is the Holiday 
Accomodation Voucher from the back of your 
instruction booklet!) 

GUARD'S HALL (E): use key on floor to exit to 
the East. 

LEVEL FOUR 

NORTH EAST SOLAR: Read Language Spell. 
SuperSpeed Potion, gold; walk clockwise over 
the four loose floor tiles, starting by the NW 
door ==> Unlock Door Spell. The S door is 
your way back in once you have nearly 
completed this level - it only opens from the 
other side. The E door is a one-way route 
(from the other side) for returning from the pit 
if you manage to press all four buttons before 
dying. 

KING'S PASSAGE: Cast Unlock Door ==> W. 
ROYAL CHAMBER: Dispel Evil Spell; tho high 
candle is very useful if you like climbing as it 
hangs In mid-air! You don't actually need it 
though. 

STORE ROOM: "Kl"; you will open the 
West Wall soon. 

PASSAGE W of Royal Chamber (E): Kl «> 
N. 

KING'S BEDROOM: Search pillow ==> Casket 
of Recharge; lever ==> W: need K2 for E. 
QUEEN'S BEDROOM : Search first shrub --> 
key to chest Unlock Chest Spell. Alcohol 
(you only need one bottle); search right drape 
==> button --> creates W exit from Store 
Room. 

SECRET STORE: Ram's Skull. Tear Potion, 4 

Bombs; use 1 Bomb on West wall ==> W, put 

chest under trophy for later use. 

PIT ROOM: Don't fall into the Deep Pit. 

DEEP PIT: If you can press all four buttons you 

will be Teleported back to the Great Pit; ignore 

all the doors in this area apart from the route 

that loads back to the NE Solar - you will 

reach this area much later. 

QUEEN'S SHRINE: Cast Unlock Chest 

Potion Booster Spell, Giant 

Jump Potion. Dispel Trap Spelt. You are not 

strong enough to move the altar - come back 

later. 

PASSAGE W of Royal Chamber (W): Pit and 
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A conversion of the original 
Commodore 64 "HIT" from 
Sensible Software which 

received 94% in the 
magazine ZZAP 64. Now 

available for the 
Commodore Amiga and 
Atari ST. 







For Mall Order, send a cheque P.O. to Hewson Con 
sending your Access Barclaycard nufhber, and en 
- . ' Don't forget to enclose you/ name a 

Hewson, Milton Park, Minon, Oxon. 0X14 4RX Tel: (0235) 
As part of our continuing development of innovative Software » 
evaluate software sent to us with a view to publi 



er by credit card : 
men signature. 



crystal tips* 



and Aliitair 



Slakes' Use Super Speed AND Giant Jump and 
you can clear bolh traps. You will need to do 
this al least three times. Once you have 
progressed the potions will both go bad - 
don't worry you don't need to come back this 
way again as long as you have done every- 
thing properly! You will find more such 
potions if you need them for later problems. 
GUARDS: Ignore the levers until you have 
Guard Key from the North Passage; Candle, 
Shuriken (in pillow); open wall above bed ■■> 
■•K2". 

GUARD POST: Drop Tear Potions on key and 
use it to open strongbox «> Strength Potion; 
use Read Language on Book ==> Prayer to 
God of War; go back to King's Bedroom and 
use K2. 

KING'S CHAPEL: Search Altar from front; 
Cast Read Language at Altar; drop Ram's Skull 
on Altar. Read Prayer to God of War ••> 
casket ■■> key for strongbox ==> Massacre 
Spell ■» Mind Blast (you'll find a Read Magic to 
read it with later); get Candles; press triangle 
on side of Attar stairs in Trophy Room. 
QUEEN'S SHRINE (second visit): Recharge 
Potion Booster Spell with Casket of Recharge; 
Cast Potion Booster on Strength Potion; use 
Strength to move Altar; press button ==> steps 
over pit in next room; REPLACE ALTAR. 
PIT ROOM (when it has steps): Use Bomb 
to blast W. 

TROPHY ROOM: (You need to have used the 
King's Chapel button to make some stairs.) 
Search Trophy ==> switch; press ==> mouth of 
Trophy in Secret Store now opon; go there and 
press THAT switch; return here and press this 
switch again --> W. Door appears! Go back to 
Quoen's Shrine and drop Wine on Altar (which 
must have been replaced) »> casket ==> 
••K3*\ insert K3 in keyhole when top light is 
on«>W. 

NORTH PASSAGE: Northern lever «> bars 
open; southern lever ==> W; Guard's Key; 
don't go S to Central Hall - that is the last 
room on this level; don't take sack with 
magical runes or you are trapped. 
BEDROOM: Switch on lamp lifts drape; use 
TWO Bombs to blow through to W (if you 
don't have enough then you must restart and 
be more careful with them if you want to visit 
the Secret Room - you don't NEED to); Oil 
Flask. Magic Missile Spell, Curo Poison; search 
pillow ==> chest key -=> gold * Shuriken. 
SECRET ROOM: Cast Dispel Evil to make 
Demon vulnerable; kill him with 3x100 Magic 
Missile; jump pit ==> Longman's Wonderful 
Bag ol Holding (for 1000 gold you can now 
carry 40 items instead of 32) + door unlocks 
GUARDS (second visit): Pull Northern lever 
then Southern Lever ==> Keyhole in Guard 
Post now open (reset S Lever, N Levor to 
unlock E door again after using Guard's Key it 
you want to be able to use that route again). 
GUARD POST: Guard's Key «> W. 
NORTH EAST SOLAR: Dodge right, left, right, 
left, right while moving forwards; drop Candlo 
in circle to make Demon vulnerable; kill him 
with 3x100 Magic Missile. 
KITCHEN: Search jars for Yagga's Key; get 
Bowl. 

WEST PASSAGE: Read Tome — > Unlock 
Chest Spell; DON'T PULL LEVER - E leads to 
Central Hall which is the last room on this 
level. 

ROYAL GAOL: Pull lever until chest Is 
accessible; drag it out and cast Unlock Chest 
•» Stones + Dispel Trap Spell. 
WULF'S VIEW: Cast Unlock Door ==> N(W) & 
S; come back here when you have the Giant 
Jump Potion from Carver's Hall and jump up 
lo gef'K4". 

PUMP ROOM; Open Yagga's chest with 
Vagga's Key ==> Mind Blast Spell, Magic 
Missile Spell, Stamina Potion, Cheeses (eat 
the dairy one for some gold), • , K5"; put 
Bowl under Pump and Pump four times to fill 



Bowl (liquid appears in it). 

CISTERN ROOM: K5 ==> E; drop full Bowl on 

Cistern to make water run down pipe into Oil 

Store. 

OIL STORE: Once water from Pump Room is 
flowing down pipe, put Oil Flask under tap; 
turn tap ==> Oil in Flask. 

KITCHEN (second visit); Drop Oil Flask on 
flame ==> Ball smashes ==> GOLD KEY (you 
need four of these for Central Hall). 
CARVER'S HALL: Throw three Stones to other 
side of Ball to make it roll nearer to you and 
push Giant Jump Potion through bars; use it 
to get "K4" from Wulf's View; K4 works this 
Keyhole to move bars. 
SOUTH WEST HALL- Drop Candle in Circle; 
kill Demon with 3x100 Magic Missile ==> 
**K6". 

SMALL STORE: Lever unlocks E door in South 

West Hall; Cast Unlock Chest on strongbox 

»-> casket, use K6on casket ==> **K7**\ 

LITTLE PASSAGE: K7 — o S 

BOX ROOM: Pull lever ==> E; pull it AGAIN to 

activate lever In Inner Passage. 

HALB'S DELIGHT: Number the position boxes 

from the top left: 

1 2 3 4 drag box halfway. 

5 6 7 8 jump up onto box, drop down other 

9 10 11 12 side, push it the rest of the way. 

13 14 15 16 
Move 10 to 14; 11 to 10; 7 to 11; 3 to 7 (vou 
have to do the last one quickly as it has a 
tendency to move back). 
INNER PASSAGE: This lever only works if you 
pulled the lever in the Box Room TWICE; lever 

E; use Giant Jump to reach upper 
platform «> Immortal Potion - four Gambling 
Tokens. 

SOUTH PASSAGE: I use the Immortal Potion 
to jump over the spikes and pull the levers to 
remove the spikes (maybe you should build a 
pile to help you jump over and save the 
Immortal Potion for somewhere like the Fire 
Pit? - though I suspect they are Just teasing 
and you are supposed to have to use it up 
straight away!); the N door leads to the 
Central Hall - you MAY get a key for it later 
(K7) by gambling - you don't need it - don't go 
that way. 

SOUTH CHAMBER: Spell DIANOS 
horizontally e.g. (L means Left, R means Right, 
T means Top, B means Bottom) move N to L, 
O to L, S to R. O to R, A to L. I to B. D to B. A to 
T, N to T, D to L, I to L N to B, A to L, N to L 
==> E; GOLD KEY. 

WARDEN'S ROOM: Search Thief — > he 
needs an Alkaline Potion; get it from Helm's 
Doom and give it to him; wait and listen to 
what he says; when you get the Eternal Rest 
Potion from the Resting Chamber come back 
hero and give it lo him Mind Blast (3x100). 
HELM'S ROOM: Alkaline Potion (for Thief); 
lever N. 

GAMBLER'S DEN: Drop Tokens in the 
Rotundas gold. Stamina Potions. •*K7" - 
depends on luck - you don't need any ol it; 
Magic Missile Spell under stairs. 
MALLADIN'S PITS: Drop down all four of 
them before going E. 

RESTING CHAMBER (via W Pit): Pile the 
bones on the chest and jump on them to reach 
the lever ==> key (probably for this door - but 
it unlocks before you can use it - you don't 
need this key); Eternal Rest Potion (for Thief); 
Sweaty Potion - this is Strength - use it to 
move the bars to leave the room; wait and the 
doors will eventually unlock. As you entor the 
Great Pit you should find a Fizzy Potion 
(Stamina). Return up stairs to Malladin's Pits. 
GREAT PIT (vio N Pit): gold; return up stairs 
to Malladin's Pits. 

OUTER PIT (vio S Pit): Push scroll into 
doorway to prevent plant growth there; get 
gold and wait; door will eventually unlock; 
jump over roots to leave; Dispel Top Spell. 
INNER PIT: Leave quickly; return up stairs to 



Malladin's Pits. 

FIRE PIT (via E Pit): if you walk the right 
pattern you cause one of the rods to disappear 
so that you can fall through - maybe this is 
where you should use the Immortal Potion? I 
cheat and enter from betow on the way back 
from the Great Pit - if you take a couple of hits 
and go out again then you will get the goodies 
on your exit: Unlock Door Spell, Mind Blast 
Spell. Bless Potion Spell. 
/Alternative: go in from be/ow and cover each 
of the jets!) 

UPPER CHAMBER: The W door is for 
returning to the NE Solar if you fall down a pit 
early in the game and manage to press all four 
buttons or control your fall so that you land In 
the Great Pit; you can't open it if it is locked. 
SOUTH EAST HALL* Cast Dispel Evil to make 
the Demons vulnerable then kill them with 
Magic Missiles or Shuriken; cast Unlock Door 
--> N. 

LEARNED HALL (S): Search Lever - DON'T 
pull it yet. 

LEARNED HALL (M): Books in the side rooms 
tell you what to do: 

D - Down, M= Middle. U = Up - set the levers 
to the following positions (from loft to right): 

D. U.M.U «> First light 

D. D.U. U =*> Second light 

U, D. D, U —o Third light 

U. D, U, M — > Fourth light ==> W. 
LEARNED HALL (N): Search Lever - DON'T 
pull it yet - to open N door see later. 
SYMBOUST'S HALL (E): Pull levers: left, right, 
right, left to copy the pattern in the other hall 
==> button here AND button in other hall; 
press button ==> E. 

SYMBOLIST'S HALL (W): Do east hall first to 
create button; press button w> w 
SEALED CHAMBER: Symbols Plane! (not 
really sure how this room works - sometimos 
there are bars in the way - if you go In early 
and don't take any other planets with you then 
you should be OK!). 

QUADRATIC: Sandy Planet; move strongbox 
to second tile from right on N wall; jump on it; 
jump up to touch tile "4 along and 5 up" ==> 
Small Planet. 

OIANOS'S LIBRARY: Search Drape ==> 
"K8"; Unknown Spell (it is Unlock Chest - 
you need to use Read Magic from top of stairs 
in Side Chambor); use Read Language on 
Book to discover numbers to use in Learned 
Hall IM). Search Lever - DON'T pull it yot. 
SIDE CHAMBER: Drop oh* stairs to reach lever; 
search Lever - DON'T pull it yet; don't take 
black coin - it is cursed and will destroy some 
of your gold. 

TOP OF STAIRS: Use KB to open chest --> 
Read Magic Spell, Map Spell (the Map Spell 
appears to be defective - a bug?) 
QUEEN'S LIBRARY: Cast Unlock Chest ==> 
Glowing Planet. 

WISDOM'S HALL Moon Planet; search Lever 
- DON'T pull it yet; the planks are for use in 
the East Passage. 

EAST PASSAGE: K9 unlocks W door; the 
planks help you get across the electrified floor; 
it only loads lo the Central Hall so there are 
plenty ol easier routes! 
UPPER ROOM: Search Lever - DON'T pull it 
yet; drop planets in holes: 

Glowing Planet in nearest hole to door; 

Small Planet in nearest hole to centre; 

Symbols Planet in furthost hole from door; 

Moon Planet in last hole «> planets are 

now in correct places in Planetarium. 
PLANETARIUM: Drop planets from Upper 
Room to correct places ==> switch on Globe 
«> 2 GOLD KEYS (you should have FOUR 
now); search Lever - DON'T pull it yet; If you 
want •"Kg*-, go back to Upper Room and 
drop Sandy Planet in any hole then come back 
here and press the button on the Void. 
LEARNED HALL (N): North Door: you should 
have now found six levers marked with a 
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leller; pull them to spell DIANOS; this lever 
(marked "DIANOS"! will then open the North 
Door. 

D Dianos's Library 

I Side Chamber 

A Planetarium 

N Wisdom's Hall 

O Learned Hall(S) 

S Upper Room 

DIANOS Learned Hall (Nl 

Take any route back to the Contial Hall - the 
North Passage is the easiest and you con now 
pick up the sack of gold from there. 

CENTRAL HALL: Cast Dispel Evil to make the 
Demons vulnerable; kill them - the 3*100 
Mind Blast is especially effective! You need 
four GOLD KEYS plus the number from the 
Thief. The keys are: two in Planetarium; one in 
South Chamber; one in Kitchen. Soarch 
Keyholes to discover their numbers; use keys 
in the order 1432 «> LEVEL FIVE. 

LEVEL FIVE 

GREAT TOWER: Get Marble; leave quickly' 
NORTH BRIDGE: Marble: walk on every tile 
until you find the one that creates the Skull; 
insert Marbles in Skull ==> E door in Ward 
Room unlocks. 

WARD ROOM: Get Acid and Blood; leave 
quickly; the S door only opens from the other 
side, much later. 

HELM'S BRIDGE: Pull first lover; walk to 
middle; drop you diary behind you; pull the 
second lever; the monster cannot touch you if 
you have dropped your diary in the right place 
- it will push you and the diary along; walk 
back and press the button «> Strength 
Potion; pull third lover when the monsters are 
at tho far end lo seal (hem off; retrieve your 
diary; the door E unlocks automatically, 
HELM'S VIEW: Emerald; ignore the bars and 
lever - you will find out later what they do' 
GREAT CHAMBER: Dispel Trap Spell, Cure 
Poison Potion; caskets {on pillar tops) contain 
Dispel Trap Spell, Ruby, Amoihyst, Tiger's Eye; 
you have to Teleport to the pillar tops from tho 
East Cellar and jump quickly around them to 
get both caskets; use Strength to drag the 
block away from the E door - it is unlocked by 
(he lever in the Separator. 
CELLAR STAIR: Orb of Kamul - you will learn 
later that it is strengthened by picking up 
Gems - make sure you get them all I The lever 
is for smashing things with the "nutcracker". 
SOUTH CELLAR: Ignore it - you will discover 
its purpose later! 

MAIN CELLAR: You need the Blood Key to 
open the W door - this comes much later; 
Bless Potion Spell, Urn; smash the Urn with 
the nutcracker in the Cellar Stair ==> Emerald. 
GREAT CELLAR: Magic Missile Spells. 
EAST CELLAR: Immortal Potion (save this for 
the endgame!). Cure Poison, two Stamina 
Potions - but you can only have one - the 
20x10 is much better as it can be Blessed to 
make a 20x50! Stand on skull; throw Blood at 
Pentagram — > Teleport to top of pillars in 
Great Chamber. 

EAST PASSAGE: Get all the Gems; avoid the 
Teleport Tiles (the East side of the passage is 
safe apart from the last tile but one). 
SEPARATOR: Use a small item (e.g. Emerald) 
to push all the bombs to the sides (east and 
west) - you can then walk around safely; use 
key on keyhole «=> S; pull lover ==> E Door in 
Great Chamber unlocks - go back there now! 
OUBUETTE: Search Skull ==> Token. Tiger's 
Eye. 

HIGH PASSAGE: Pull middle lever lo create a 
keyhole in the Sea Watch; go to the far top 
corner to start the monster moving, but get 
out of the way quickly; keep jumping from 
stair to high ledge and over gap to get Gems: 
eventually you will also get a key for the Sea 
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Watch. 

AXEL'S LEAP: I usually walk round to the 
items; push them out of tho way and stand in 
the middle; jump when the monsters 
approach and you should take minimal 
damage - they back off again; pick up the 
items and get out quickly. A pile of bones on 
the other side of the pit can be used to leap on 
top of the items and reduce the damage when 
you jump; Orb, gold. 
SEA WATCH: Spider Poison, gold; if you 
pulled the right levers in the High Passage 
Ihere will be a keyhole; if you got the key from 
the High Passage you can use it to go W. 
Axel's Fall: Insert Emeralds in Skull by 
standing on edge of first floor board; jump 
over pit. 

BOKSON'S HALL: (Nasty!) DON'T pull the 
LOWER lever until you have USED the 
Spider's Key - it destroys tho Key! Pull Upper 
Lever; jump down lift hole; drop Spider Potion 
on floor ==> Spider dies and leaves Spider's 
Key; go down again and get key - jump back 
on lift quickly and go back up; use Spider's 
Key in keyhole to unlock W door. Get Lead and 
gold from chest; go down; pull lower lovor to 
remove bars. The other lower lever is to 
activate the lift on your return journey. 
VOID: Water Potion and gold in the air - 
ignore them - they will fall automatically on 
your way back later; make sure you find 
THREE exits - N. W(N), WIS). 
NORTH OF VOID: Magic Shield Potion, gold; 
stand on strongbox to press button ==> Ruby. 
Lords View; Solve "Numeric Riddles for 
Beginners" ==> 741 ■-> S. 
SIDE ROOM: Levor activates buttons on 
Lord's Watch (but not until you have been 
there!); the key for the chest is in the Lord's 
Watch (ju5l gold), however by the time you 
have got the key the chest will have fallen 
down a pit - don't worry it is now in the Great 
Cellar and you will be passing it later, 
LORD'S WATCH: Now that you have visited it 
you can go back and pull the lever in the Side 
Room lo activate the buttons; press buttons 
-=> Chest Key Ifor chest in Side Room), 
Bridge Key, Caskel - you must carry this with 
you; the Bowl is for later use. 
GREAT BRIDGE: Insert Rubies in Skull; insert 
Bridge Key in Keyhole; insert Token in Slot — > 
W. 

WEST WARD: Use Strength to move the 
board a little lo the side then push it all the 
way along so that you can jump on to it and 
reach both the lever and the door; lovor => N; 
Gems. Amethyst. 

MAGNUS'S WARD: The Casket you carried 
here from the Lord's Watch will now open, you 
should go back to the Lord's Watch NOW. 
LORD'S WATCH (second visit): Open the 
casket «> Lead; drop Acid and TWO Lead in 
Bowl «> two GOLD. 

MAGNUS'S WARD: Insert Amethysts N; 
insert GOLD ==> unlocks N door from High 
Parapet. 

HIGH PARAPET: Use GOLD in previous room 
to unlock N; lever lift; jump up; read book; 
jump over next section of ledge; Stamina 
Potion (5x20011. 

INNER WATCH: 2 Jades. Blood, Gems. Green 
Casket. Red Casket. Key; tho Key is for the this 
Keyholo (E) but you shouldn't need it; DON'T 
attempt to take the Green Caskel East. 
CALIBAN'S VIEW: Blood Key - this is for the 
West Door in the Main Cellar - yes, you have 
to go all the way back! BUT FIRST - you must 
go back to the Inner Watch and pull the lever, 
this will remove the block on the East door - 
you are going to teleport back here and use it. 
On the way back to the Main Cellar make sure 
you pick up the Red and Green Caskets from 
the Inner Watch, all the stuff from the Void and 
the gold (if you want it) from the Chest in the 
Great Cellar. 

CALLIBAN'S CELLAR: Jet; press button «> 
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Banish Spell; stand on skull; throw blood 
Pentagram -=> Toloporl back to Caliban 
■ the sole purpose of that whole exercise 
to get the Green Casket through tho E doorol 
ihe Inner Watch ! If you pulled the lever on ttnj 
Inner Watch you can now go E. 
INNER WARD: Petrify Spell; the cellar has 
moved to here! 

OPEN BRIDGE: Pull lever ==> N. You can no* 
go back to tho North Bridge (the second roonl 
on this level) and you will discover new slain 
leading to a New Cellar) 

NEW CELLAR (from North Bridge): Dispel 
Magic Spell, Jet. Gems. 
AXEL'S STAND: Orb. press button ==> Gem< 
insert Opals «> E. (Wot! No Opals? Smash 
the Orbs with the nutcracker in the now 
convonienily close cellar!) 
LAST WATCH: Better do a SAVE here! Use 
Immortal Potion to cross, but don't take it w4 
you - drop it here so that when you come 
round again you can cross again. 
LAST BRIDGE: Insert Jets; insert Tiger's Eyes ; 
insert Turquoises; (careful timing to reach 
skulls). Wot! No Turquoise? Thai is because 
neither of them exists - you have to create 
them - one is made by Casting Petrify on the 
Water Potion from tho Void; the other is madtl 
by Casting Dispel Magic on one of the Power 1 
Gems in the Ward Room (I did warn you to 
savo before crossing the Last Watch!). 
GUARD POST: You could use an Immortal 
Potion to stop this Skull draining your Stamini 
- but I use it for other purposes. You have to 
let this Skull drain you down to less than 10 
Stamina, then insert the Bloodstones ■-> E; 
the 5x200 Stamina Potion from the High 
Parapet is useful at this point! Wot! No 
Bloodstones? They are actually the Jades trod 
the Inner Watch - if you put a Jade in the 
Green Casket you will find a Bloodstone in the 
Red casket! (Now you know why you went to | 
all that trouble to get the Green Caskot 
through the Inner Watch Door - it won't let 
Bloodstones through either?) 
INNER CHAMBER: DROP EVERYTHING 
DIANOS'S LAIR: Go straight through Middle 
Door - you are not yet powerful enough to 
challenge Dianos; you will fall through to the 
Great Cellar with some more Gems; get them 
all; return to Inner Chamber getting the 
Immortal Potion along the way. 
INNER CHAMBER (second visit): Put the 
Immortal Potion, Banish Spell and Kamul's 
Orb in the Strongbox - thoy will teleport to 
Strongbox in Dianos's Lair. 
DIANOS'S LAIR (second visit): Retrieve 
possessions from the Strongbox. Watt for 
Dianos to appear. To defeat Dianos you need 
to cast both Mindblast AND Banish. The 
Mindblast must be powered up by Gems -yo| 
DON'T nood to have found them ALL To cast 
the Banish you must be touching Dianos 
which drains your Stamina unless you havei 
dose of Immortal Potion left. If your Orb is at 
power 245 (the highest I got) then Mindblast 
touch Dianos, ONE Banish is sufficient. If you! 
Orb is down at 1B9 (the most I could get 
without going through the Middle door on thtj 
first visit to the Lair) then it is too weak - you I 
need more Gems. If the Orb is at 195 then 
Mindblast, touch Dianos, TEN Banishes will 
defeat him - but you probably nood the 
Immortal Potion to touch him for that long! 



Once he is dead, just take the head and leavt 
via the middle door. 

THE END! 



Hurrah' many thanks for this solution to John 
Sweeney from Nottingham. John in turn 
would like to thank Darren and Jackie at The 
Guiding Light (0898 338933) (or helping the 
couple of times that he got stuck! 
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On both sides of Gutless 
Gully are two mountains - 
the Twin Peaks as they are 
known locally in the quiet 
town of er, Twin Peaks. 
Normal looking 
gamesplayers play normal 
looking computer games in 
their bedrooms, but 
underneath this domestic 
facade is a great tangled 
web of shandiness and 
cowardice. David 
McCandless receives his 
regular shipment of cheats... 

X-OUT 

The continuing saga of the 
X-Out cheat. The story so far: 
X-Out has arrived in the 
sleepy town, to find fish in his 
coffee and a dark intaglio of relation- 
ships and murder behind the apparent 
mundane reality of the town peoples' 
lives. X-Out has a dream about two 
dwarves who tell him about two cheats 
lone should work): the first dwarf. 
Nicolas Donaldson, says you should 
buy a ship then choose the invulnerabil- 
ity sign. Then click on the rectangle that 
tells you how much money you have 
and your money should go up by 500 
creds. After that feed your used sign to 
Ihe refund monster. Repeat this process 
for lots of dosh. The second dwarf, 
called Stephen Sumner, said you 
should buy the most expensive ship and 
then take the cheapest satellite and 
place it on your money. You will now 
have 500,000 credits in total. X-Oul 
sighed and tucked into his cherry pie. 

M9 STEALTH 
FIGHTER 

How's this for evasive action? 
]Ct) Flight Lieutenant P. O. 

Callghan has found that if your 
jerry can's running on air and the bally 
hun are giving you a jolly good ground- 
to-air thrashing then 1) press ALT-H to 
get the pitch lines on your HUD; 2) Fly 
upside down; 3) Turn off your engines; 
4) Keep your plane at about -10 degrees 
on the HUD. And wonders upon 
wonders your sparrow will continue to 
climb at 500 ft/min at 100 km/h, taking 
you out of danger. How do people find 
these cheats? 




GOLD OF THE 
AZTECS 

Bit low on the old tips this month, so 
rather than having an empty white 
space at the bottom of the page, I 
think we'll have a chunky, readable 
slice of Go/a* Of The Aztecs tips. 

SCREEN I - Press fire straight away to 
cut yourself free and then take five steps 
right to go to the next screen. 
SCREEN 2 - As soon as you enter, get 
gun out duck and fire five bullets. Put 
gun away and take four steps right, stop 
and get gun out. Fire one bullet upwards 
to kill the monkey, put gun away, and 
take throe steps right to go to the next 
screen. 

SCREEN 3 - Immediately take three 
steps right and then somersault onto the 
next screen, avoiding the plants. 
SCREEN 4 - Get gun out and fire 
diagonally down right to shoot the three 
snakes. Take one step right, then pull 
gun and shoot one bullet right to kill the 
large snake. Reload gun. 
SCREEN 5 - Immediately get gun out 
and shoot two bullets to the right to 
shoot head off skeleton. Put gun away 
and take seven steps right, then 
somersault, avoiding the bridge 
collapsing. 

SCREEN 6 - Duck after landing from 
the somersault to avoid the bird, then 
take three steps to the right. 
SCREEN 7 - Pull gun out, duck and fire 




the rest of the bullets, so it reloads for 
you. Put gun away and take three steps 
right. Duck, pull gun out and shoot three 
bullets. Put gun away and take four 
steps right. 

SCREEN 8 - Immediately pull gun out 
and shoot eight bullets to the right, 
killing the monkey, then duck (without 
putting the gun away) and shoot three 
bullets to kill the native. Put the gun 
away and take seven steps right. 
SCREEN 9 - Pull gun out, duck and 
shoot the remaining four bullets at the 
natives, killing them (the 4th will not fire, 
but reload). Walk right off the screen 
(seven steps). 

SCREEN 10 Take one step right, then 
four shuffles (tap joystick right). Get gun 
out, duck and shoot one bullet at the 
panther, killing him, put gun away, take 
one step right and pull lever (press 
space three times). Take two steps right 
and pick up gold. Turn around to face 
left and take five steps to go off the 
screen. 

SCREEN 1 1 Get gun out, duck and 
fire the complete magazine at the 
natives until Brett has reloaded, then put 
gun away and take seven steps left. 
SCREEN 1 2 - Get gun out, duck, shoot 
natives. Then put gun away and take 
seven steps left to go to the next screen. 
SCREEN 1 3 - Take one step left, then 
tap right to face the now opened 
entrance. Move forwards to complete 
first level. 




NUKE THOSE BABIES 

Yes, it's Auntie Macca, the only right wing, lefty, 
anarcho-communist, psycho problem page writer. Let's 
tune in on her thought for the month: "People who 
can't solve Treasure Island Dizzy should be rounded up 
in a field and nuked!" (Thank you Auntie). 



Cofncidentally. 11-year old Jonathon 
Stubbs (whose wife is none other than 
that queen of mime - two words, second 
word is 'off' - Una Stubbs) is having 
trouble with Treasure Island Dizzy. He's 
worked out that by putting the heavy 
weight on the hook this enables you to 
get higher, but he's hampered by another 
block and the water. Also how does the 
remote control detonator work? Can 
anyone help this poor, embryotic half- 
shape? 

Similarly, Lee Clifford (sounds like he 
should be in a Listerene advert), is having 
a bit of 'trouble' with the Bezerker in 



Warhead. Oh dear. "I've tried everything 
from mining him to blasting him with 
missiles, but I can't beat him." Have you 
tried kicking him in the groin, Lee? That 
usually works. Especially if you're 
wearing Auntie Macca Poll Tax 
protestors' steel cap Ninja boots. But 
can anybody help poor old Lee? 

If you have a problem and nobody else 
can help you, and since the A-Team are 
no longer on TV, I suppose the 
responsibility falls on me, Auntie Macca. 
Write to me at Crystal Tips, 
ZERO, 14 Rathbone Place, 
London, W1P IDE. 
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IMPROVE YOUR HEX LIFE! 

Jon North, walked into the office dressed in full Santa Claus 
gear and carrying a sack full of pokes. "But Jon," we cried, 
"it's the New Year!" Does he ever get anything right? 



WINGS OF FURY (AMIGA) 

First up is a routine for this Domark 
game, courtesy of one Alan "Chorlton 
and the Wheelchairs" Willsher Tap it in 
and run it. and it will create a file called 
WOF which you should execute from 
CLI. Once loaded, slap in your game disk 
and it'll load and run it with infy lives. 
And what do I think of the game? Well I 
haven't succeeded in taking off yet... 

10 REM Wings Of fury by Alan Willsher 
20 T=0:DIM CHEAT%(1024> 
40 FOR X=0TO 176 
50 READ 

BS:B=VAL("&H%BSI:CHEAT%(X)=B:T=T+B 
60 NEXT X 

70 IF T<>2349939& THEN PRINT 
"ERROR":STOP 

80 C=VARPTR(CHEAT%(0»:CALL C 
90 DATA 6100,OOFA,0000,03F3,0000, 
0000.0000.0001 

100 DATA 0000,0000,0000,0000,0000, 
0035. 0000,03E9 

110 DATA 0000.0035,2C78,0004,43FA, 
00A8, 7000.4EAE 

120 DATA FDD8.2C40,4EAE,FFC4,41FA. 
0078,7620,6168 

130 DATA 4EAE.FFCA,41FA,006C.7601, 
7ED6.615C41FA 

140 DATA 008E,2208,74FE 1 4EAE.FFAC. 
2200.4EAE.FF82 

150 DATA 41FA,008E,2208,4EAE.FF6A, 
E588.2640.588B 

160 DATA 4CEB,0003.0034.277C.7FFC, 
000A,0030,277C 

170 DATA 4EF8.0120.0036,41F8,0120, 
45FA,0O0C,74O7 

180 DATA 30DA,51CA,FFFC,4ED3,B7FC, 
0000.09E0.6606 

190 DATA 317C,4A2C.35CA,4E73,7ED0, 
2200,2408,4EF6 

200 DATA 7000.496E.7365.7274.2067. 
616D.6520.6469 

210 DATA 736B.2061.6E64.2068.6974. 
2052,4554.5552 

220 DATA 4E00 ( 646F,732E,6C69.6272, 
6172.7900,6466 

230 DATA 303A,7769,6E67,735F,6F66, 
5F66,7572.7900 

240 DATA 7769.6E67.7300,0000.000O, 
03F2.48E7.FFFE 

250 DATA 43FA,004C.4280.2C78,0004, 
4EAE.FDD8.243C 

260 DATA 0000.03EE,2C40,487A,0042, 
221F.4EAE.FFE2 

270 DATA 2200,6718,487A,FFD6,261F, 
242F.003C.9682 

280 DATA 2F00.4EAE.FFD0.221F,4EAE, 
FFDC.224E.2C78 

290 DATA 0004.4EAE,FE62,4CDF.7FFF. 
588F,4E75,646F 

300 DATA 732E.6C69.6272.6172.7900. 

4446,303A,574F 

310 DATA 4600 



THE IMMORTAL (ST) 

While on the subject of creating new 
files (which I was a while ago), here's an 
infy vitality proglet from Robin 
Sunderland of Surrey. Bung it into your 
ST and run it to create a file called 
IMN MORTAL. PRC Go back to Desktop, 
create an Auto folder and thwack this 
new program into it. flow reset your ST, 
and slap in your game disk when 
requested. 

10 REM The Immortal by Robin 
Sunderland 

20T=0:OPTION BASE 1:DIM 

A%(1024):CHEAT=VARPTR(A%(1)) 

30 DEF SEG=0:REM Remove this line if 

using new basic 

40 FOR X=0 TO 191 STEP 2 

50 READ 8S:B=VAL<"&H"+8S):POKE 

CHEAT+X,B:T=T*B60 NEXT X 

70 IF To&H00163898 THEN PRINT 

"ERROR":STOP 

80 BSAVE "immortal. prg",CHEAT,192 
90 DATA 601A,0000,OOAO,0000,0000, 
0000,0000,0000 

100 DATA 0000,0000.0000,0000,0000, 
0000,487A,007B 

110 DATA 3F3C,0009,4E41.3EBC.0007. 
4E41.5C8F.4267 

120 DATA 487A.005E.3F3a003D.4E41. 
508F.3F00.7201 

130 DATA 4841.2841,2F0C,E389.2F01, 
3F00.3F3C.003F 

140 DATA 4E41,4FEF,O0OC,3F3C,003E, 
4E41.588F.42A7 

150 DATA 3F3C.002a4E41.4FEC.FFOO, 
2A4C.4CFA.003F 

160 DATA 000A,48EC,003F,4C0C,4ED4, 
1986.7B4A.12CC 

170 DATA FFF0.1866,7B4A,196A,000F. 
16DC.2AEE.16F6 

180 DATA 6361.6D70,2E72.756E,001B, 
4549,6E73,6572 

190 DATA 7420,6761, 6D65,2064,6973, 
6B20,616E,6420 

200 DATA 7072,6573,7320,6120,6865, 
7900,0000,0000 

THE KILLING GAME SHOW 
(AMIGA) 

What do you think of this game then? 
Absolutely brilliant or what? (No, I didn't 
code it, I just like it). The only snag is 
that it's as easy to play as. erm... some- 
thing that's very difficult indeed (like 
cheating on a virus killer), so here I am 
with a quick infy lives doobrie. Slap this 
into AmigaBasic and simply run it. 

10 REM The Killing Game Show by Jon 
North 

20 T=0:DIM CHEAT%(1024) 
40 FOR X=0 TO 13150 READ 




Previously known as 
"Idiot's Guide" and 
"What to Do" amongst 
others, but I think this 
new heading sums up 
what goes on in most people's 
heads when scanning the page 
for the first time. Load in Basic on 
your machine, type in the listing 
exactly as shown on the page, 
SAVE it to a blank disk if you 
want (and keep the disk in place 
if the routine saves a new 
program), RUN it, then follow the 
blurb to get it going. Any 
requesters saying that your disk 
is a bit on the "dodgy side" 
should be taken with a pinch of 
salt, but if that doesn't work you 
can always cancel them instead. 
Okay? Okay. 



B$:B=VAL("&H"+BS);CHEAT%(X)=B:T=T. 
60 NEXT X 

70 IF T<>1261533& THEN PRINT 

"ERROR":STOP80 

C=VARPTR(CHEAT%(0)):CALL C 

90 DATA 4CFA,O0C3,0010,2C78.0004. 

4EAE,FF3A,2840 

100 DATA 6612,4E75.000O,060O.0001, 
0002,0000,0030 

1 10 DATA 0000,0400,70FF.4EAE,FEB6, 
4BEC0048.3AC7 

120 DATA 429D,3AC0.5280.67DA.93C9, 
4EAE.FEDA.2AC0 

130 DATA 2A8D.2B4D.00O8.589D.4295. 
4BEC.0008.7A05 

140 DATA 1A85,41ED.0038,5C8D.2AC8, 
3A86.41FA.0050 

150 DATA 9080.9281,224C,4EAE.FE44. 
4A80.66A4.224C 

160 DATA D8FC,0100,337C,0002.001C, 
41E9.0024.9BCD 

170 DATA 48D0,3080.3346,0012.4EAE. 
FE38.41FA.0032 

180 DATA 3218.3018,EA88,D040.3998. 
0000,0480,07FF 

190 DATA FFFE.64F4.5341.64EA.4EAC, | 
OOOC.4ED0.7472 

200 DATA 6163.6B64.6973.6B2E,6465, 
7669,6365,0000 

210 DATA 0001.0920.4E75.0FDF.43F8, 
0084.31C9.0918 

220 DATA 41FA,000C,7018,32D8.51C8. 
FFFC.4E75.41FA 

230 DATA OOOA,21C8.0360.4EF8.0280 
41FA.000E.33C8 
240 DATA 0003,5894.4EF9,0002, 
1000.33FC4A78.0001 
250 DATA 9E42.4EF8.3300.0000 



Bigger than usual? 
You bet! Better than 
usual? Impossible! 
Any more silly questions? Only 
one - have you got any infy lives 
routines that you want to share 
with the world? If so, if not, or rf 
you don't know (I think that 
covers everyone), send a blip or 
two to Jon North, Zero IYHL, 
1 4 Rathbone Place, London 
W1P IDE. Tootle pip! 
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WIN Five Le Mans 
24hr Scalextric Sets! 
WIN 20 Copies Of 
Ocean's Special 
Criminal 
Investigation! 

jHk Ocean has just Followed its 
^^B^ conversion of the coin-op 
^^^B smash. Chase HQ. with the 
sequel. Special Criminal Investigation. In 
fact, it's so chuffed with SCI that it's 
decided to offer ZERO readers an 
opportunity to share the elation by 
winning one of five rather brilliant 
Scilextric sets! (S.C.Uextric geddit?) It's 
the brand new Le Mans 24hr Set, 
featuring replicas of a Le Mans Jaguar 
and Porsche with working head and tail 
tights, controllers, transformer, and 
enough track to recarpet your front 
room. (Well, actually 12 straights, one 
start grid, 12 corners, two crossover 
tracks, humpback bridge, barriers - in 
short, the works!) They're brilliant and 
they could be yours! 

Alternatively, if you miss out on one 
of the main prizes, you could still be in 
with a chance of a fab runners-up copy 
of Special Criminal Investigation. There 
are 20 copies up for grabs so that's 25 
marvellous motoring prizes in total. 



GET YOUR BOTTOM IN GEAR 

Right, here's how to get a chance of 
motoring off with one of these brilliant 
prizes. Printed below is an actual 
transcript of the multiple choice part of 
the Special Criminal Investigation 
driving test. If you think you qualify, to 
win one of these prizes, you'll have to 
prove your abilities by answering these 
questions correctly. 



When you think you know the 
answers, jot them down, then dial the 
ZERO compo hotline on (0898) 
335513 and list your answers (A, B, for 
example), your name and address. The 
call will only cost 20p (you won't be able 
to spend any more becauso you'll be 
unceremoniously cut off!) so it costs the 
same as a stamp and you won't need to 
leave the comfort of your own living 
room (or wherever you keep the phone). 




RULES 

• Employees of Ocean or Dennis Publishing 
enienng this competition will be iun over 

• Don't argue win* the Ed's decision, or 
you'll end up 'racing his motor' 

• Entries phoned in after 31st 
January 1990 will be 

Scalextric cutud. 



WARNING 

1 . Make sure that you've got the permission 
ol the bill payer io use the telephone. 

2. Make sure you dial the right number - if 
someone answers and asks you if you like 
covering yourself in Flora, sticking Good Boy 
Choc Drops all over your bod. and locking 
yourself in a darkened room with 20 Jack 
Russells. then you've probably misdiailed. 

3. Make even surer that you give the 
answer and your name and address. 
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ADVENTURES 



BARD'S TALE I 




This month Mike Gerrard's 
rather rashly decided to take 
his intro into his own hands 
(On his head be it Ed.) So 
take it away Mike... 

I Blimey, I can hear 
you all saying, here 
comes Bard's Tale 
III and we're still 
struggling in Bard's 
Tale II lor, luv-a- 
duclc. Well cease 
the swearing at 
once, oh hedgehog 
fans, for help is at 
hand. Not my 
hand, the hand belongs to Sandra 
Sharkey of Wlgan. In fact she's got 
two of them, a left hand and a right 
hand. This obviously gives her an 
unfair advantage, as the cheeky 
monkey's solved Bard's Tale I. 

However, kindness is Sandra's 
middle name and she's offered to 
share her knowledge with inferior 
types like ZERO readers. (Steady on. 
Ed.) There's no room for a full 
solution - which would take up an 
entire adventure section - so here to 
be going on with are Sandra's main 
tips on Sard's Tale I: Tales of the 
Unknown. Her references to co- 
ordinates explain the best way of 
mapping the game. 





Garth's Equipment Shoppe is in Main, a lone building on the right - see 
the map on the inlay. The Review Board is in Trumpet, and Roscoe's 
Energy Emporium can be found in Grey Knife. 

To get into the cellars of Skara Brae, go to the Inn in Rakhir and buy 
a drink of wine. You will then be transported down to the cellars. 

Once you can defeat the statues you can build up your team quickly 
by going around Skara Brae fighting all the statues. Save the game 
frequently at this stage to make sure you keep all the experience points. 



SOME STAIR/PORTAL CO-ORDINATES 



Sewer Level 1 
Sewer Level 2 
Sewer Level 3 



N18E17 (up) 
N17 Eld (up) 
N21 E5 (up) 



THE MAD GOD'S NAME IS TAR J AN 



N17 E14 (down) 
N21 E11 (down) 
N16ET7<long way up) 



Catacombs Level 1 
Catacombs Level 2 N15 E16 (up) 
Catacombs Level 3 N8 E 1 1 (up) 
YOU NEED THE EYE FROM THE CATACOMBS BEFORE GOING INTO THE CASTLE. 



Nl5E16(down| 
N8E11 (down) 



N19E0 (up) 
N19 E19 (up) 



Castle Level 1 

Castlo Level 2 N19 E19 (up) N19 EO (down; 

Castle Level 3 - Nl9El9(down) 

YOU MUST BE CARRYING THE EYE WHEN FIGHTING THE STATUE TO BE 
TELEPORTED. YOU CAN NOW ENTER KYLEARAN'S TOWER. 

KYLEARAN'S TOWER 

You need to get to N18 E14 to meet the Wizard Kylearan. He will be of 
some help to you. To get out of the first few locations go to N1 El 9 and 
you will be teleporfed to N21 E21. 

MANGAR'S TOWER 

Beware while mapping the first level as you may be teleporfed onto the 
second level without realising that this has happened. The top right-hand 
corner of Level 1 is identical to the top right-hand corner of Level 1 . 

TOWER CO-ORDINATES 
Tower Level 1 N13 E20 (up) 

Tower Level 2 N2 E11 (up) 

Tower Level 3 N9 E3 (up) 

Tower Level 4 NO EO (up) 

Tower Level 5 - 



NO EO (down) 
N17£21(down) 
N2E11 (down) 
N9 E3 (down) 
NO EO (down) 



On Level 4 of the tower you can only access the stairs after all the doors 
have turned into walls and the walls into doors. On Level 5 of the tower 
don t be afraid to jump into the pool of boiling liquid, as it's necessary if 
you re going to complete the game. At N15 E10 you must be carrying the 
silver circle, triangle and square to access the hidden doors. Once 
through the door you will soon find Mangar. 

THE MAGIC WORDS OF EASTBOURNE 

Further very useful help on Bard's Tale I has been sent in by Philip Early 
of Eastbourne - at least I think that's his name, his signature sort of 
disintegrates after E. Philip sent a full-ish solution, but what I thought 
would be u«ful in limited space is to give you the various magic words, 
answers to riddles and so on. To keep you guessing, I won't tell you 
which word or phrase is used where, so work it out for yourself. 

The words that you'll need are SINISTER, VAMPIRE, SKULL, STONE 
GOLEM, CIRCLE, BUY, LIE WITH PASSION AND BE FOREVER DAMNED 
THOR, SPECTRE SNARE. 
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BARD'S TALE III 




First there was Bard's 
Tale II, then there 
was Bard's Tale I... 
no, hang on a mo', 
that can't be right. 
Oh yes, I remember 
now. First there was 
Bard's Tale I: Tales From The 
Unknown, followed by Bard's Tale 
II: The Destiny Knight (though not yet 
converted for all machines, more s 
the pity). And now, just when you 
thought you'd never wander lost 
round Skara Brae again, here from 
Electronic Arts is Bard's Tale III: Thief 
of Fate (but only for the PC just yet). 

Having done number two, if 
you'll pardon the expression, you 
begin number three, not in the 
familiar surrounds of the hearty 
welcoming Adventurers' Guild but in 
something called The Refugee Camp 
out in the Wilderness. It's still a 
meeting place for bold travellers, 
though lacks some of the 
refinements of the Guild - like 
tables, and bug-free blankets. It's 
here you do the usual business of 
creating characters, loading and 
saving teams - and you can, of 
course, load in characters from 
previous Bardic expeditions. 

Wander in the wilderness for a 
while and you should eventually 
find Skara Brae, and discover its sad 
fate. There's an unnatural silence, 




WHAT'S WHAT 


TITLE 


Bard's Tale III 




Electronic Arts 
E29.99 




PC 

Out now 



I! 




"as if death itself has come to stay". 
Almost all of the buildings are 
empty, and rats scurry across the 
rafters. Well, OK, they're empty 
apart from the rats. Er, and the 
rafters. Oh, and the dripping green 
slime. We are talking moving 
graphics here, you realise. 

One of the buildings has been 
used for storage, which you can 
either discover by accident or by 
having a friendly chat to the 
Innkeeper of the Scrapwood Tavern, 
out in the Wilderness (reminds me of 
Huntingdon). Whatever you do, YOU 
MUST MAP SKARA BRAE. Or refer to 
a map from an earlier game. Being 
a bone idle blighter, I didn't, and 
while I found the building easy 
enough first time round, when I 
needed to start again due to... oh, 
we needn't go into the horrific 
details... could I find the wretched 
thing? Could I heckersl 

Mike: Skara Brae has 
been infected by the 
Plague, though il 
certainly doesn't 
seem to have infected 
the usual array of 
nasty creatures, all 
out to do you mischief. The graphics of 
these are the expected high standard- 
slithering green vipers, miasmal curs, 
ferocious wildcats. Just when I was 
getting cocky and had seen off a few 
hobbits and ores and assorted other 
creatures, and thought I could take on 
anything. I came up against a couple of 
Bloodfiends. Only a couple? No probs. 
Attack! Attack! Oops, they killed four of 
my party stone dead in a minuto. Then 
they saw off the other three, zap-zap- 
zap. In fact these creatures were so 
nasty they were still inflicting damage 
on my party members for a while after 
everyone was dead! 

I was so pigged off with the 
Bloodfiends I created a group that was 
9Q per cent warriors, real gung-ho guys. 
Black hobbits? Eat steel. Vipers? Back 
off, worm. Bloodfiends again? Erm, let's 
run away, guys. Oh-oh, no run away 
option. Bash-bash-bash... oops, there 
goes my leader. I did manage to survive 
this encounter, by a miracle, and then 
wandered off into the Wilderness and 
found a healing shrine to swop wealth 
for health and restore those of my team 
that weren't beyond restoration. 

Although I enjoyed saying hello to 
the familiar Bard's Talc playing screen - 
and this one works exactly like the 




previous two, pooling gold, readying 
weapons, trading items and so on - I 
couldn't help wondering quite what was 
new about it. In one sense the entire 
story ts now. of course, with Skara Brae 
destroyed and no banks, casinos. 
Equipment Shoppes or Energy 
Emporiums to be found. This should 
delight the addicted, who'll have to find 
alternatives to all these... though in 
some cases there are no alternatives. 
There are many new spells to learn and 
cast as well. But you're playing the same 
basic game and I was starting to get just 
ever so slightly bored with the Bard. 
That may just be me. though, and my 
never-ending quest for new thrills and 
excitements. It's no reflection on the 
game, which is as professional as ever. 

If you've still not solved oither of the 
first two games, then there's not much 
point in going on to the third yet. But if 
you've made it through with a team ol 
tough adventurers, multi-millionaires 
with vast amounts of weaponry at their 
disposal, you'll be itching to get into this 
latest Bard's Tale tale. And if that's the 
case then it won't disappoint. 



THE CHARACTERS BEHIND 
THE CHARACTERS 



Some of the guys behind Thief Of Fate 
sound like they've stepped out of some 
fantasy game themselves. Either that or a 
Marx Brothers movie, I don't know. The 
storyline and text was written by Michael 
A. Stackpole, graphics by Todd J. . 
Camasta, with additional text and some 
of the songs written by Bruce Schlick- 
bernd. I just thought you'd like to know. 
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LAUNCHPAD 

CONTACT SIMON WHfTCOMBE ON 071 -631 1433 



SOFTWARE 



SEGA MEGADRIVE 

PAL Inc F "EE GAME 1 09 95 

SCART inc FREE GAME 159 95 

megadrive games 

four hero master 34 95 

space harrier ii 30 95 

super thunderblade call 

world cup soccer 33 95 

thunderforce ii 3395 

ghouls - ghosts , , . , 39.95 

super shinobi 34 95 

golden axe 34 95 

tatsujin 30 95 

Super real basketball 33 95 

DJ BOY 3395 

WHIP RUSH 34 95 

DAI SENPUUG 43 34 95 

THUNDERFORCE III 3495 

GHOSTBUSTERS 33 95 

p HELOS 3495 

CVBERBALL 3195 

SUPER MONACO GP PAL 34 95 

BATMAN 3395 

VOONWALKER 33 95 

STRIDE* CALL 

RASTAN SAGA II 3390 

AWS CALL 

iNSECTORX 34 95 

HELLFIRE 34 95 

ESWAT CYBER POLICE ... 3295 

SPACE INVADER '90 34 95 

KLAX 34.95 

FATMAN CALL 

SHADOW DANCER CALL 

ATOMIC HOBO KID CALL 

AERO BLASTER CALL 

HARD DRiVIN' CALL 

SPlDEHMAN CALL 




UNICORN 
SOFTWARE 




PC ENGINE 




PAL INC. GAME 


...165.95 


SCART INC GAME 


159.95 



FOR THE FIRST TIME IN THE UK 

AVAILABLE ONLY FROM US! 
SEGA, MEGA DRIVE WITH 
MUL Tl GAMES CARTRIDGE 

12 GAMES IN ONE! 

SPECIAL CARTRIDGE ONLY 
£65.00 

(Thats less than £6 per game!) 

ALSO NINTENDO MULTI 
GAMES CARTRIDGE (8 bit) 
A STAGGERING 52 GAMES 
IN 1 £70.00 

CALL US NOW FOR DETAILS 
ON 



NEO-GEO 

PAL NEO-GEO 309.96 

SCART NEO-GEO 379.95 

NEO-GEO GAMES 

MAGICIAN LORD 189.95 

BASEBALL STARS 189.95 

NAM 1975 189.95 

GOLF 189.95 

CVBERLIP 189.95 

NINJA COMBAT 189.95 

RIDING HERO 189.95 

SUPER SPY 189.95 



GAMEBOY. 
DELUXE.... 



GAMEBOY 



0752 606353 

UNIT 58, CITY BUSINESS PARK, SOMERSET PLACE, STOKE, PLYMOUTH PL3 4BB 



GAMEBOY GAMES 

MARIO LAND 

CASTLEVANIA 

BATMAN 

BOXING 

QUIZ 

SOCCER BOY 

COSMOTANK 

N.F.L 

DOUBLE DRAGON 



.6595 
110.95 



25.95 
25.95 

.25.95 
25.95 

.25.95 
25.95 
25.95 
25.95 
25.95 



CONSOLES 



CHATLINES 



NINTENDO OWNERS! 

AMERICAN No1 
ARCADE HITS 
NOW AVAILABLE FOR EUROPE 



ATARI GAMES from TENGEN 

SUPER SPRINT - £34.95 
GAUNTLET - £34.95 
VINDICATORS - £39.95 
ROLLING THUNDER - £39.95 



BAD DUDES 39.95 



TRADEWEST 




(ilJjVFKJHTKR 

USE YOUR VOICE 

TO OUTDRAW 
THE GUNFIGHTER 

CASH PRIZES 

089831 3592 

INFOCXAL P08oi 36 LSI 4IN Cdl chcroej 33p Per Mh Cheap Up Pet Un All Other Tfrnes 





DOUBLE DRAGON - 39.95 

America's greatest arcade hits converted by 
UNITEC to work on all UK/European 
NINTENDO systems. In stock now and 
available only from UNITEC. 

_ Order now be first with the best. 



fly Posf. with cheque or postal order 

Unitec Systems Ltd . 8 James Street. 
Helensburgh G84 8AS. Scotland 



INKTKC / 

EiVSTFIVIS A 




Hotline - Tel: 0436- 79123 E3 



HBbH • >** - 11 o«'»t»*' mn«n «ioi ■■■■■ ■ ■■ ■ ■ ■ - 



The Video Zone 

0836 405 301 

S< REVIEWS St NEWS ft 

a gossip a 

St THE CHARTS St 
St AND COMPETITIONS !!! St 
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LAUNCHPAD 

CONTACT SIMON WHITCOMBE ON 071 -631 1433 



CHATLINES 



SOFTWARE 



DIAL - A - TIP 
CHEATLINE 

FOR ALL THE LATEST: 

POKES, CHEATS, TIPS, ETC. 

FOR COMPUTERS AND CONSOLES 

RING NOW ON: 

0898 101234 

PRIZES EACH MONTH FOR THE BEST 
CHEATS, HINTS, TIPS & SOLUTIONS 

PROPRIETOR: J. C. WRIGHT, PO BOX 54, 
S.W. MANCHESTER, M15 4LS 

PLEASE GET PERMISSION TO RING. CALLS CHARGED AT 33p 
PER MINUTE CHEAP RATE 8. 44p PER MINUTE ALL OTHER TIMES 



COMPUTER 
He 




SECRETS! 



AGES EVERY WEEK 



SAMCoypc 

r^JHOTLI 

089 8 ; 
299 380 



frwrwur I l-*nu ft ■•■ ;i k.^„„ 



C»m ;"aiiaxi ai Iki f' "««■ rwo <ur b"o 4jo i»> "w at «• o""« 
Ai* pan prior* r» 



CONSOLES 




TEL EG AMES 



Europe's Largest Stock of 
Video Games & Cartridges for: 



SNK 
NEO-GEO 





ATARI 

2600 
and 
7800 



NINTENDO 
FAMICOM 





S€1A /71EGIV DRIWr 

fa Badmg ViQec gan-e ssecians-s Seid j 0' sts state make ::' game) 

"WHAT VIDEO GAME" "V-to/* l r. 

2hr VHS lilm showing all major systems i ■ *£j°v ■ 
and over 400 games £14.95+ e2.00 p&p|7v^^ 



TELEGAMES, WIGST0N, LEICESTER LE8 1TE 
(0533) 880445/813606 



COMSOFT (Coldstream) Lid., 
48 Duke Street, COLDSTRKAM. SCOTLAND TD12 4BS 
ACCKSS-VISA Telephone No. 0890 3232 Fax No. 0890 
2927 Carriage: Orders less than £10.00 please add £1.00 
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Mi THE PRICE 1$ RIGHT 



Have you knocked over any Post Offices 
lately? [Bloggo! Ed.) Er... Did you open your 
Chrissie cards from auntie and loads of used 
fivers fell out? Have you played all your 
Christmas pressie games to death? Are you 
looking for some new software at a bargain price. Then look 
no further than The Price Is Right. Looking for a full price 



game? Then NAFF OFF to another page! 



THE LEATHER 
GODDESSES OF 
PHOBOS 

Masrertronk/Amiga, ST & PC/ £9. 99 

Bloggo: Here's one of those ancient 
Infocom titles that tickled my fancy 
<if you know warrimean). Bound to 

sell squillions on the strength of its provocative title. LPGTs an 
economically viable alternative to petrol. (Crap Bloggo joke. Ed.) 
Sorry. LGP is yet another lext-only adventure - what a waste of 
potential for loads of steamy graphics, hur hur. And in its original incarnation 
you could choose to play a man or a woman, as well as choosing which level of 
'suggestiveness' to play. It seems to me that in the budget version the game 
alternates between gender. Still hours of fun can be had from seeing how many 
rude words the game has in its voca- 





bulary. (But not half as much fun as my 
bri-nylon ladies romper suits - only 
C9.99 off the stall.) So. standard text 
adventure fare, with an entertaining 
story and challenging puzzles. Inter- 
active fiction they call it - and I'm all 
for interaction (wink wink) and this is 
part of the appeal 'cos the scene is set 
by your imagination. You don't get 
graphics where some nonce tells you 
what a hobbit looks like. Birrova land- 
mark adventure, somewhat aged, 
pricey as budgets go, but worth check- 
ing out if you're into this sort of thing. 
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Fwoor! Steamy! Look at those words! 
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THE HITCHHIKER'S 
GUIDE TO THE 
GALAXY 

Mastertronic/Amiga/£9.99 

Bloggo: Once upon a 
silver, crescent moon in 
the distant time of yore, 
there was a company 
callod Infocom and yea, 
they produced many a 
landmark adventure game. IVerrily. Ed.) 
Then despite selling remarkably large 
quantities of games, the coffers were 
bereft of treasure. Activiston then 
stopped in to take over and erm... that's 
another sorry tale. Anyway, here comes 




another of the classic Infocom back 
catalogue games from way back, now 
released on Virgin's Mastertronic 
budget label. 

The first product to appear is this text 
only adventure based on the popular 
book/radio play/TV serial - The Archers. 
er... sorry, that's the Hitchhiker's Guide 
To The Galaxy. Now this has already 
proven itself to be a rather fab adventure 
game (according to our hirsute 
adventure expert) but for any non- 
adventurers it'll come as a bit of a shock 
- I mean there's no hi-tech parallax 
scrolling with this baby. Urn, it's more 
like a workbench screen. Still this game 
did originate before 1986 so whaddya 
expect!? Anyway, adventurers will 
welcome the reduced price of this 
rerelease, and maybe non-adventurers 
will be similarly tempted to give the 





Look, has anyone 
H-Bomb anywhere 1 



WIG 29 SOVIET 
FIGHTER 

Codemasters/Amiga & ST/E6.99 

Bloggo: Imagine you get 
some kids to design a 
game. They decide they'll 
make a Ferrari F-40 'sim', 
only they're not sure what 
one looks like. So they find 
a picture of any car (e.g. a Reliant 
Robin). Then they think "What are the 
best things about 
driving games? 
Super turbo 
speed, throbbing 
engines, skids and 
crashes." Then 
they cram all of 
these things in 
(with scant regard 
for trivial things 
like realism). 

Well, this is a simple analogy for 
what the Codies have done with Mig 29. 
It's a fly into the screen, air shoot 'em up 
that's cribbed straight from Afterbanana. 
The main sprite is a rough approxima- 
tion of its namesake and the payload 
capabilities border on the ridiculous. 
Now and then a parachute drops onto 
the screen with more ammo or fuel. The 
height of naivity comes when you're 
given a hydrogen bomb(l). It appears as 
a large, black blob with an 'H' painted on 
it, hanging unaerodynamically from 
your fuselage which tastelessly explodes 
in a simulated mushroom cloud! Sound 
is crap and ond of level helicopters etc. a 
tad monotonous. In fact "absolutley 
brilliant" it ain't. Maybe I'm being hard 
on the Codies who are. after all, are a 
national institution. You may argue that 
this game is for nippers (A/or geriatric, 
dodgy, fat market stall holders. Ed.), so 
I'll give it a chance to redeem itself. I'll 
throw it out of the window and if it 
makes a 'plink' sound I'll score it high. 
(Sound of window opening and disk 
being flung out.) "Plonk!" Oh dear. 



OVERALL SCORE 40 



genre a bash without parting with too 
many squidlies. It's all done in the style 
of the original, as you'd expect since it 
was written in collaboration with 
the HGTTG author. Douglas 
Adams. Can't be bad. 



Arthur Dent wakes up to find a bull- 
dozer about to knock down his house. 
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3 D speed fruiyimpcessive ... superb fast polygon . 
graphics ... Realjtfie faces'* fiCE Jim Douglas. , 




THE WORLD'S MOST POWERFUL FREEZER-UTILITY CARTRIDGE 

IS NOW EVEN BETTER 



the NEW MK II VERSION 



IS HERE!! 




7 l7itit!€J& 



HI 



STILL ONLY 



VIIG^C^ION*RgMlY 



POST FREE 
FOR THE A500/1000 



A2000 VERSION AVAILABLE 

£69.99 

PLEASE STATE WHICH COMPUTER VOU HAVE WHEN 
ORDERING 



SfcjpY INTO THE EXPANSION PORT OF YOUR AMIGA AND GIVES 

HE POWER TO PfiEZE MOST ANY PROGRAM, THEN YOU CAN... 



SAVE THE ENTIRE jPROGR AM IN MEMORY TO DISK \ > 
Special compacting techniques enable up lo 3 programs t* lit on one disk 
Now saves directly to, disk as Amiga Dos - reloads independently of the 
cartridge - even transfer lo hard drive! Works with up lo 2 Meg* of Ram - 
even t Meg Chip McmVlFattcr Agnus). T 

UNIQUE INFINITE LIFE/TRAINER MODE - NOW MORE POWERFUL 
Allows you to generate more and oven infinite lives, fuel, ammo, etc. 
Perfect as a trainer mode to get you past that 'impossible' level. Very 
easy to use. 

IMPROVED SPRITE EDITOR 
The full Sprite Editor allows you to view/modify the whole sprite set 
including any -attached' sprites. RANGE OF IMPROVED FEATURES 

VIRUS DETECTION 
Comprehensive vipus detection and removal features lo protect your 
sollware investment. Works with all presently known viruses. 

SAVE PICTURES AND MUSIC TO DISK 
Pictures and sound samples can be saved lo disk. Files are saved 
directly IFF formal suitable for use with all the ma,or graphic and music 
packages. Samples are displayed as screen waveform. 

SLOW MOTION MOOE 
Now you cm slow down the action to your own pace. Easily adjustable 
from full speed to 20"„ speed. Ideal to help you through the tricky parts! 

RESTART THE PROGRAM 
Sipiply press a key and the program will continue where you left off. 

FUL\ STATUS REPORTING 
At the press of a key now you can view the Machine Status, including Fast 
Ram. Chip Ram. RamDisk, Drive Status, etc. 

POWERFUL PICTURE EDITOR 
Now you can manipulate and search lor screens throughout memory. 
Over SO commands to edit the picture plus unigue on screen status 



HE UNMATCHED RANGE OF FEATURES 

\ " overlay" shows all the information you could ever need to work on screens, 

s tft lit on one disk. No other product comes close lo offering such dynamic screen handling ol 
■ entMinlly of Ihr fro I en programs!! 

0 2 Mfg* of Ram • • MUSIC SOUNO TRACKER* 
With Sound Tracker you can lind the complete music in programs , 

POWERFUL domos.etc. and save them to disk. Saves in lormal suitable lor most track 

I, ammo, etc. player programs. Works with loads ol programs!! 

>lc~ levol. Very • • AUTOFIRE MANAGER 

From the Action Rqplay II prclcroncc screen you can now set up autofirc 
from 0 to I0O%. Just imagine continuous lire power? Joystick t and 2 are 
le sprite set set separately for that extra advantage! 

D FEATURES. • DISKCODER 

With the new Oiskcoder option you can now tag your disks with a unique 
protect your code that will prevent the disk from being loaded by anyone erso. Tagged 

" rMSO «- *"» on'V reload when you enter the code. Very useful (or security. 

PREFERENCES 

* are saved Action Replay II now has screen colour preferences with menu setup, 

aphic and music Customise your screens to suil your taste. Very simple lo use 

DISK MONITOR 

. . Invaluable disk monitor displays disk information in easy lo understand 

easily adjustable lormal. Full modily/save options. 

1 Iricky parts! DOS COMMANDS * 

Now you have a selection ol DOS commands available at all limes - DIR 
you left off. FORMAT. COPT, DEVICE, otc. 

DISK COPY 

lus. including Fast Disk Copy at the press of a button - laster than Dos Copy. No need lo load 
Workbench - available al all times. 
• BOOT SELECTOR 



Either DFO or DF1 can be selected as the boot drive when workinq with 
Amiga Dos disks. Very useful to be able to bool from your external drive. 



TIT*. 
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EVEN MORE FEATURES INCLUDING 80 COLUMN OISPI*/ UfD 
v FuH NH.MO00 Assemble. Disassembler Full screen editor load Save block Wnle Sl.ing lo memory Jump lo specit.c add.*** 
..o-e,.p.c.u.e Preside,.. ...np,!. Show and odil all CPU registers and Hag Ca.cu.alo. He.pcommand Fu^cn lelmie 
allows you (o see and modify all chip irq.sle.s . even wnle only «Wn Noiepad Disk handling 
show ociu.il li.icfc. Disk Sync pallcm etc Dynamic Bieahpofni handling Show memory as HEX 
ASCII. Assembler. Decimal Coppei Assemble Disassemble - now wiih mi. names 



SliowRamasleil Show 
Unique Cuslon Chip Ediloi 
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HOW TO GET YOUR ORDER Fa* ST... 



TELEPHONE (24 Hrs) - GH^ZZSEH - CREDIT CARD ORDERS 

WE WILL DESPATCH YOUR ORDER QUICKLY A EFFICIENTLY TO ENABLE YOU TO START RECEIVING THE BENEFITS OF YOUR PURCHASE WITHIN DAYS MOT WEEKS 
OROE RS NORMALLY DESPATCHED WITH* « Hr,. ALL PRICES INCLUDE V AX ALL CHEQUES POSTAL ORDERS MADE PAYABLE TO— 

DATEL ELcCTHOplCS' LTD., 

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND 

TECHNICAL/CUSTOMER SERVICE 0782 744324 

AAA 7 
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If you could travel faster 

than the speed of light, 
you'd see yourself running 

behind you. But you'd 
already have seen yourself 

when you were there. Is 
that dejd vu? Perhaps not, 
but this is - our look at old 

games on new formats. 

ISHIDO 

Accolade/ Amiga/ C24.99/Out Now 

©Paul: Described as "the 
way of stones". Ishido is 
more like "the way of 
options". There are two 
different scoring systems, 
loads of different styles of board and 
stone (plus an editing section for you to 
create your own board) and competitive, 
co-operative or solitaire play options. If 
you can come to terms with all these 
options then the game itself will seem 
positively straightforward. Not easy 
mind, just straightforward. 

The purpose of Ishido is to match 
stones by either design or colour. Much 




like dominoes really, except if you're 
trying to match against two stones, one 
must match by colour and one by 
design. The ultimate achievement is a 
four way. where a stone is matched on 
four sides: two sides by colour, two by 
design. The advantage of a four way is 
that it earns you not only money but 
also a chance to consult the oracle about 
life, love and the way of stones. 

Despite some of the colours being a 
little similar. Ishido is a well designed 
game. Attractive to look at and easy to 
operate, it doesn't take long to get 
started. Stopping is more of a problem. 



JACK NICKLAUS 

UNLIMITED GOLF & COURSE DESIGN 

Accolade/ Amiga/£29.99/Out Now 





Paul: I've never 
been a great fan of 
9°' f ' 3 game for fat 
businessmen with 
» — I no dress sense. 
However, golf 
games on the 
computer are more 
my cup of tea. (Or 
tee for that matter. 
Ho ho ho.JAIIthe 
fun of the game 
without any of the walking about 
or snobby Surrey club rules. 

The original Jack Nicklaus game has 
been much reviewed and much 
admirod. Despite irritating delays while 
screens are uploaded and even more 
irritating shots of Jack's grinning mug. 
the game is extremely playable. The 
courses are great to look at and even 
better to play. True ZERO Hero stuff. 

Where Unlimited goes one better is 
in the course design section. Combining 
your interests in Inigo Jones and the 




Marquis de Sade, you can design your 
own courses. The straightforward 
control system means there is nothing 
to stop you designing the course of your 
dreams. (Or nightmares.) An excellent 
extension to an excellent game. 
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F- 19 STEALTH FIGHTER 
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|R0\ competition in The Indy (you know, 

'-^^ ,he real, y ,rend y Kid '* Section ^ 
i mr thingummy of The Independent) to 



M| thingummy of The Independent) to 

^23" 'be a ZERO journalist for the day'. The I ^ 

'prize involved reviewing F*?9on the -^pr 
Amiga, going for a quick spin in the MicroProse "F"/Sf 
plane, and all that dinkum. Well, among the 
several hundred entries from Paul Lemme 
Reviewit' Lakin was one from Alex Richardson 
of Brean, Somerset. And - rather spookily - he 
won!! And this is what he had to say: 



r 

*4 




Alex: They certainly know 
their presentation, these 
MicroProse bods. From the 
sunglasses and coffee cup 
sitting on the table during 
the mission briefing to the many 
external camera views, F- 19 adds up 
to one impressively detailed package. 
It comes with a brilliant glossy 
manual which tells you all you need 
to know about being a Stealth Fighter 




pilot, plus a cardboard cut-out 
keyboard overlay with all the 
controls printed on. This is absolutely 
essential as you'd need a massive 
memory to remember them all! 

Gameplay varies from the nerve- 
wrackingly suspenseful to the gut- 
wrenchingly exciting as you duck 
through enemy radar nets and take 
on the top enemy fighter jocks in a 
fight for air supremacy. The graphics 
are absolutely stunning: the ground 
detail is all there right down to the 
individual missile launchers at SAM 
sites. And it's all as smooth as a 
baby's botty. If you're into flight 
sims, then you certainly won't go far 
wrong with this... 
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Bomber Mission Disc 

Budokan 

Caslio Master 

CriaseHQ 

Cness Champions 2175.,.,.. 

Code name Iceman 

Colonels Bequest 

Conquest of Came lot 

Corporation 

Damocles „„.. 

Dragons Breath , 

Dynasty Wars 

Emlyn Hughes Soccer 

Escape from Singes Castle. 
Escape Planef or Robot 

Monsters .,„„ 

F-29 Rotaliator .„..,. 

Fire and Bnmstone 

Flood „ 

Hero's Quest (I Meg) 

Impenum , 

International 3D Tennis 

Iron Lord , 

It Came From The Desert 

('Meg) 

Kick Oft 2 < World Cup 

Kings Quest 4 „..., 



ST 



ft 399 
CI 3.99 



CI 6.99 
C2I 99 
El 3.99 
C13 99 



AMIGA 
El 3.99 
El 6.99 
£14.99 
€16.99 
E18.99 
C23.99 
C26.99 
E26.99 
CI 6.99 
£14.99 
£18.99 
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E 12.99 
£26.99 
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£16.99 
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C 23. 99 
£16.99 
£14.99 
CIA 99 



- £16.99 
£13.99 £15.99 
£21.99 £22.99 



Kla* „ 

Last Ninja II 

Leisure Suit Larry 9 

Lost Patrol ,. 

Manchester United 

Manhunter in San Francisco 

(1 Mog> 

Midnlghi Resistance 

Midwinter 

Neu romancer ,.,„„ 

Operation Thunderbolt™ 

Pipe Mama 

Player Manager 

Projoctyle _ 

Rainbow Islands 

Red Storm Rising 

Shadow Warrior 

Space Ace „ , 

Space Quest II (l Meg) 

Super Cars (Gremlin) 

Their Finest Hour..., 

The Plague..... 

TUrrican 

TV Sports Basketball 

Ultimate Gott 

Unreal .,..-.„........,.,„™. 

X-Out 
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.£15.99 
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£1399 
EIB99 
£16.99 
£13.99 
El 499 

£16.99 
C • ? 99 



AMIGA 
£ 999 
£16 99 
£2699 
£1699 
£14.99 

C 14.99 
CI 699 
1 1 H 99 
£1699 

n^fi 

£14.99 
£1199 
£1699 
£16.99 
£16.99 
£1699 
£26 99 
£2299 
£1699 
£1999 
£1499 
£1399 
£1499 
£16.99 
C 1 6.99 
£1399 
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.1 Siixjoer. 
Ai'Dome RiinQei 

Ant Heads. 

ArtolChetsea 
SUSlBfl D 
Baal 
Baftstu 
BnrDarian 2 1 
Bara* tale I 
Btast a r-Shirt 

BUlleroids 

BioM Honey 

Blooowych 

Boulderoasn Ciwisl 
Kit 

Bf Ian Clougtis 
FootMll . 

.'. ipf.'ii : ! n-| 

Commando 
Conflict In Europe 

Cybemold II 

Daily Double Norse 
Racing 

Di»vD<« 

Dragon Spirit _ 

Drskken _ 
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- £ 999 

- £ 799 

- C 499 

- E 9 99 
499 r 4.99 
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- £1099 
4 99E 4 99 
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999£ 9 99 
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699E 699 
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499 E 4 99 
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f 999E 999 
E 4 99£ 499 
- £ 499 
. - £14 99 



Dium Studio ,,„., 

Dynamite Dm 

Fish 

f/Ball Manager II • 
Eip Kit 

GataayForcB 

GlUdreoons Domain 
Gauntlet li 
&and Pn» Circuit 

Matd Dhvirt 

rBDllywood Poker Pro 
Inte station 
Ingnda BacM 
Inter phase 

mm 

Laser Souad 

leaner Board 

Lombard RAC Rany 
Lords oMhcRis^ig 

Sun.. 

Manic Miner 
Marble Madness 
Menace 
Millenium ? ? 

Mr Hei 

Netherworld 
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f 799 E 7 99 
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Norm & Soufll 

PacUnd 

Pacmania 
PlpBtbp) 

PassrfM) Shot 

Question d1 Spon 
Rocket Hanger 
Running Man 
ShtrltlepixkCale 
Silent Service 

Sim City 

SpyvsSpy 

SoyvsSpyil 

Spy a Spy HI . 

Super Hang On 
lank Attach 
The Cycles 
Tootnn 

Tower o' BaDel 
Treasure Diuy if land 
Trivial Pursuits . 
TV Sports Football 
UMS. 

Werd Dreams 



MICR0SMART MEGA DEALS! 



Hall Meg Upgrades 
512K Upgrade mc clock witn 
It Came From The Desert E49.99 
51 2K Upgrade inc clock wltn 
Gold The Realm E45.B9 
51 2K Upgrade inc. clock 
Dragons Lair £65.99 
51 2K Upgrade inc. clock with ACE f 65.99 
51 2K Upgrade inc. clock 
Dungeon Master £65.99 
51 2K Upgrade inc clock 
Manhunter 2 E69.99 
Naksha Mouse with hard mat & house 
£26.00 



COMING VERY SOON!!! TELEPHONE FOR LATEST DETAILS 



EDUCATIONAL 



*'!-*-< Bsc* junior 

An*war Baca Senior — 

Dinosaur D)scov«>y Kir 
Oiscover Cnimltlry 

OiKovary BAaini 

Diicoary Words . 

Fu»I Latter B Words 

F-r*iSheoB« 

Francn Mitlraai 

Fun School II (unoar III 

Fun School II e-B 

J--T..I.. MMier 

naiun Tutor 

KidTalh ,„ 

Math taJh 

M » p< -^ 

Purita Slorybooh 

Rnymino Nolaooo* 

Spanrih Tutor t- ii iii 



THE YOUNGER YEARS 



NEW fun School J Unilei 5 . 
NEW Fun School 3 5-7 ynar» 
NEW Fun School 3 ! and o.*i 

Junior Typist. 

Micro Englialt (0C5E) 

M.cio MalhB IGCSE1 

Micro Fmnch (GCSE) 

M «0" Matn« (QCSCt 

Tnnasio do wttn Nunu*n 
Tnings to do wrrn Woidi 

*B7oo 

Spall Boo* 4-9 

Lel» Soaii at Home 

I^SpeHaiMBhotM. 

Purila Boo* Vol I 

Amiga Logo 

Mam Baacon Taechai Typing 
•n»»ai Back Jurwor 

Answmr Back Sanio* 
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AFT 2" . 

Awesome" - 

Buch Rogors' 

Capirve" 

Carthage* 

Crime Wave 

Curse ot Azure Bonds" 

OoalhTrap' 

Oolu»e Paint 

Dragon Strike" 

Duster* 

E-Swaf 

Epic" 

Eye of the Beholder- 
Fire and Forget 2 

Flip ii and Mag nose' ... 

Golden AW 

[Gunboat' ..... 

Hollywood Collection". 

Indianapolis 500* 

Judge Dredd* 

rOckO«(1 Meg) 

Line of Fire* 

{Mean Streets* 

Mig 29" 

Mus>CXJnr 

Narc" - 
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AMIGA 
El 6 99 
El 6 99 
£2499 
£19.99 
£16.99 
OB *M 
£1699 
C1999 
£16 99 

£19.99 
E1 6.99 
£16.99 
£16 99 
£19 99 
€16.99 
£16.99 
£1699 
£16.99 
£19.99 
£16.99 
£1399 
£1499 
CI 6 99 
£1699 
£1999 
C4fl '-.') 
£16 99 



Navy Seals' 

Platium* 

Pool of Radiance 

Predator 2* 

Puzanic* 

Reach for the Skies" 

Rocky Horror Show* 

Rogue Trooper" 

Rotator* 

Sea<ch for the King" 
Secrets of the Luftwaffe" 

Sega Master Mi*" 

Shadow Sorcerer" 

Sound Express 

Spellbound' 

St rat ego* 

Stridor 2* 

Teenage Mutant Turtles' 

TNT" 

Tournament Golf 

Toyota Ceiica" 

vamne* ... 

Wildfire" 

Wolf Pacfc* 

Wonderland"... 

World Champ Soccer' 
Wrath of the Demon'... . 
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£16 99 



ACCESSORIES 



Naksha Mouse 

Contriver Mouse _™™™-__ 

Commodore 1084S Stereo Monitor 

Power Orive — 

Cumana Drive 

QS II Turbo.-_ 

OS III Turbo 

Pro 5000 

Navigator with Autofire... 
Speedking with Autofire 

40 Lockable Disk Box 

80 Lockable Disk Box 

Mouse Mat M mi|M 

Mouse House ,„ „ 

| Amiga 4-Player Adapter _ ZZ 

! Amiga 500 Dust Cover 

Disk Cleaning Kit _ 

Bo< 10 Bulk Disks _ 

Branded Sony (Box 1 0) 

COMING SOON. ..TEENAGE MUTANT TURTLES 
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6.99 
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0908 564369 



Amiga A500 Screen Gems Pack 
£379 inc VAT & Next day Courier 

Screen Gems Pack includes: 

Amiga 500 5 1 2K keyboard with built in 1 
Meg disk drive • Free TV Modulator worth 
£24.99 allowing you to use the Amiga with a 

normal TV • Joystick, mouse mat + 10 
blank disks, mouse + mains plug • Amiga 
basic, Amiga extra's 13 workbench 1 3 PLUS 
Amiga step by step tutorial • With a further 
four new releases a Shadow Beast II, Back 

to the Future II, Nlghtbreed and Days of 
Thunder a Deluxe Paint II 



Amiga A500 Screen Gems Pack Extra 
£399 inc VAT & Next day Courier 

Screen Gems Pack Includes: 

Amiga 500 51 2K keyboard with built in 1 
Meg disk drive • Free TV Modulator worth 
£24.99 allowing you to use the Amiga with 
a normal TV • 10 free games PLUS 
software has a potential RRP of £200 a 
Joystick, mouse mat + 10 blank disks, 
mouse + mains plug e Amiga basic, Amiga 
extra's 13 workbench 13 PLUS Amiga step 
by step tutorial a with a further four new 
releases • Shadow Beast II, Back to the 
Future II, Nightbreed and Days of Thunder • 
Deluxe Paint II 



Amiga 1 500 

The Amiga 1 500 Personal Home Computer is 
the ultimate in Personal Home Computers for 
the whole family. Platinum works - integrated - 
Word Processor, Database and spreadsheet. 
Deluxe Paint 3 - the ultimate in paint packages. 
Populous and Sim City - State of the Art 
strategy games. Battlochess - the chess 
programme amongst ail chess programmes. 
Their Finest Hour - The battle of Britain 
brought to life in a technical flight slm. A1 084's 
stereo colour monitor to get the best from your 
Amiga. The Amiga 1500 has been designed 
around the already popular Amiga A 500, but 
with hardware facilities that would put any mid 
range business machine to shame. 
Please call for further details 
£1049.00 Inc WAT + next day courier service. 



AMIGA A500 CLASS OF THE 
1990's BUSINESS + 
EDUCATIONAL PACK 
£499.00 Inc VAT & next day 

courienKn 

FEATURES 
Amiga A500 TV Modulator e Midi Interface- 
Software a Kind Words II wordproc'or a 
Page Setter DTP a Super Base Personal 
Database e Maxplan 500 spreadsheet a 
Amiga Logo BBC Emulator Deluxe Paint II a 
Mouse mat 1 0 Blank Disks and disk wallet 



AMIGA A500 SOUND & VISION RACK 
£399 Inc VAT 8 next day courier 
Amiga A500 512K keyboard wfth built in 1 
Megabyte Disk Drive a Free TV Modulator 
worth £24.99 allowing you to use the Amiga 
with a normal TV a Deluxe Paint II Graphics 
Package • Shadow of Beast II horizontal 
scrolling games software • Back to the 
Future film action software a Nlghtbreed 
state of the art graphical arcade action a 
10free games worth £200 • Free joystick, 
mouse mat & 10 blank disks a Amiga Basic 
Amiga Extras 1 .3 Workbench 1 .3 PLUS the 
Amiga Step by Step Tutorial a All leads, 
manuals PLUS Mouse and Mainsplug e 
PLUS Days of Thunder serious fast action 
games software a Deluxe Paint II 



HALF MEGS - Quality four chip ram 
board with complete utility disk 
support with software on/off 
switch. 

£34.99 

AMIGA + ST DRIVES - A powerful 
880K formatted drive with an 
external on/off switch, anti clicking 
and daisy chain facility. 

£59.99 



MONITORS 

Commodore Amiga A1 084 Stereo 
Monitor Inn l««rf £269.00 

Philips CM8833 stereo colour monitor 
Inc lead for ST or Amiga £259.00 

4096 coloured stereo monitor with first 
class reproduction Including leads for 
ST & Amiga £259.00 



Naksha Mouse - Quality micro 
switched, accurate Amiga ST 
£26.00 



Contriver Mouse - The perfect 
direct replacement mouse for 
the ST or Amiga 
. £18.00 



PRINTERS 

Star LC24 200 24PIN including ST/ 
Amiga _ £259.00 

Star LC200 Including lead for ST/ 
Amiga , £210.00 

Star LC 1 0 colour including interface 
lead for ST/Amiga _____ £219.00 

LC10 - The most popular letter quality 
printer on the market only £219.00 
with all Amiga + ST leads 
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Tel: 0908 564369, Fax: 0908 560040 



MICROSMART 24HR HOTLINE (24 HRS) TELEPHONE 0908 564369 
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TOTAL COST £: 





Have you ordered from us before? 

NAME: 

ADDRESS: 



YES 



NO 



TEL NO: 



Please send this to Microsmart, 125 High Street, Stony Stratford, 
Milton Keynes. MK11 1 AT 
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TOP TITLES 



ST 

PRICE 

£7399 



DeutBtii 
"Ml 5IIMI 
IMIOl _______ 

Botic* _ _ 

Car Vup 

Tha Final Whittle 
5Jm Eauh .__.__ 



The Hunt Far Had Ortotrar 

r -'""Q- 



Bandit King of Ancient China— WJ.99 

Maner bluer £1539 

Rot ato r — — _ — _ . £1399 



CM 99 
£1499 
£1499 
.£1299 
£M99 
£ 999 
£1099 
£15 99 
,t*» 

Mig 29 , - £15.99 

Wing* of Own - — IU1 

Super Off Road Racing £13 99 

IshaOO £15.99 

Ntr«v Vor» Warrior. £1399 

Eu'opaan S-iper League ... £15 99 

The Ultimate Ride £15 99 

ECU Pnanlnrr— £15 99 

Tha Amaiing Spiderman £15 99 

Gremlina2 £15 99 

Wo-lpac- £15 99 

CHam©*on ol the Rat £15.99 

□latant Armies , £1599 

The Legend ol B*y Boulder £15.99 

The Immortal E 1599 

The Final Battle — E1599 

Murder £1599 



Dragon Wan __ 

Falcon 

F 16 Combat Pilot 

Time Machine 

Ultirnale V— 

Ptoieetyte— 

Impe ' ium 



£1599 

£1599 

. £1599 

£1599 

_ f 1999 



M*twlmer 

Pool of Radiance 

Conqueror 

Tu" ican 



688 Attach Sub 

USS John Young 

Cold o' the Ajiaca 

Vlandj _ 

Sward Of A rain i" 

BAT ___ 



- £1599 

—£1599 

£1999 

________ E 1999 

£16— 

£13 99 

£15 99 



Bedlandi Pete 

PCraW monger . 



—.£1699 
,.„.£1599 

£1599 

£1999 

£1599 

£1399 

£1999 



£ 799 

- £ 799 
-£1399 



Quloktoy 3- >- 

□uick)oy 2 Turbo . 
Supeiijos'd— _ 

Nintendo Quick(oy N15 Auto £1099 

Nintendo Pro Junior £ 13 99 

Mega Control feed £1699 

Mega Joy Pad ___________ £1299 

Daak Storage SO Cap f 699 



COMPUTER 
Titles 



AMIGA 
PRICE 

£2290 
£2299 
£1599 
£1399 
£1499 
£1499 
f1499 
£1299 
£M90 
£ 899 
£1699 
£15 99 
£15 99 
£15.99 
£15 99 
£13 99 
£15 99 
£1399 

en n 

£15 99 
£15 99 
£15.99 
£1599 
£15.99 
£15.99 
£15.99 
£1599 
£1599 
£1599 
£15.99 
£1599 
£1999 
£15.99 
£1599 
£1999 
£1599 
£1599 
£1999 
(1999 
£1599 
£1399 
£1599 
£1699 
£1599 
£15 99 
£1999 
£1599 
£1399 
£1999 



JOYSTICKS 

Knni. <lp— HUng . f 7«*g 

Konl. Speedk'ng AutotVe f 899 

Konia Soeedlong Sega — £ 699 

Knn). |H -Igartnr _ f - > i 

Megablaster * 499 

Megablaaier Mlco SwltcH _ _ £ 5.99 

MeQ.blaatar Sega £ 699 

1-y.if l limlnr t , , £ 4.99 

JctyWck Junior Slack £ 499 

Ouicklov 2 — E 599 
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CHART TOPPERS st/amiga 



ADIDAS CXAMPI0N5K P FOOTBALL 
Onl. 

CMJH 



RAT " ! F COMMAND 

( u i- 



PUJTTtUG 

Onl. 



A.AINB0W ISLANDS 
Or". 
! < ; T. 



S TH0 
Only 



1 at> ■ 
Onl* 



*i i.'Mr 

tit m 



EPIC 
0-1, 



Onl* 



Only 

ft! 99 



Onl. 



frtHtTAuATOC 

CM* 



MGHIBVED 

On 1 1 

OA 99 



SAW 
Onl, 

i'5 



MaTJWQIO RCStSUNCE 
Onl, 

niil 



SHADOW VWJWeOR 
Onl, 
■ U H 



-n.i 
Onl, 
1 -■ 



DEUVE HENCE 
Onl, 
CT-» 



CHASE »Q? 
Onl, 
1U19 



DRAGOU HIGH* 
Onl, 



SHADOW O'l HE BEAS" 
Onl, 

53 



f>»99 



CMASt -a 
Onl, 

turn 



WM If ! h I A' lH 

Onl, 



1 1 MEM 
Km 



(DM "ATROi 

Oi", 

f14» 



oEujRE stwp Hnaa 

Onl, 

u 



ly 1 . - 
Ont, 

E'A99 



"ESOll^lOH-71 
Onl, 
[HM 



CES'HEfOLQ SQUARES 
Onl* 

BM 



VAS-Jl 

Onl, 

It* 99 



uamc.:... 
Onl, 



TA'.« ATTACK 
Onl, 

E599 



CABAL 

Only 

■: u t- 



•Mi- I'M. HI > -HH' i HA. lf % - 

Onl, 

(5 99 



'(fl£ AND FORGET 2 
Onl, 

■ tsm 



Bill" THE AID 

Onl, 



rOTAl HttlA. . 
Only 

tT*M 



SIEVE DAUIS IHOORBI 
Only 
(5 99 



COLOSSUS CHESS X 
Onl, 
£599 



STUN RUfchER 
Only 
f 14.39 



HPSKATiON THUHpfJi 

Only 

[USfl 



■:■!*:£ ,m;e 
Onl, 

f M II 



-iLL!N:,r.AMi • ,s 
On), 



FREE GAME WITH EVERY £20.00 SPENT OF OUR CHOICE 



TOP TITLES 



t 

PRICE 
-£1599 

£1599 

__£T999 



Flood 

ATF 2 

Wlnqa — 

Mean 111 an f*^y> 

Crime A»ve £1599 

Their Rneat Hoot £1999 

loom , £ ti.99 

n-t-nri-rl fll" 

Subbutaa £1549 

flight of the 1-ttuder £1999 

Sp— dbell? — £15 99 

NJne Uvea __ £1599 

Spin Oilly Worldt^ £1599 

Chronicle* o' Omega £13.99 

Covert Artlnw _,, £1999 

Bock Rodoe** £1599 

Dragon Breed £1999 

Gettyaou-g E 19.99 

Ml Tank Platoon — tmaa 

Capth-a £1339 

£1399 

... i £1999 

£1599 

£1599 

£1599 



Judge Dredd 

Sirnutcni ________ 

WOndeiland 

MU0.S 

Lotu* Eip'it 

The Final Conflict . 



Operation Harrier ... 
Voodoo Nightmare 
ZOul 



£1599 

£15 99 

C1599 

£1199 

NighHhnt £ 18 89 

l_mlM.«p fU99 

The 5*c»-t ol Mo-fcey laland £1599 

Riek Oangeroua J £15 99 

VVrath ol the Demon £15 99 

Team vankee f ti.99 

Teanaga Mutant Me»o Tunlea £15 99 

Cybe> *a«...i. £H*J 

F19 Stealth Fight*! £1999 

Operation Stealth £ 15.99 

BSS Jane Savmour .., to 99 

Battle f 15.99 

Back to the Future 1 £15.99 



Co de— — £15 98 

JOoho* £15 99 

Swlv £1599 

Cedawtf ■ _ £ 1598 

Supiemacy... ...... — f 19 99 

40 Sparta Ebning £16 99 

St £>.>9©n £1599 

IndUjnapoll, 500 . , £1599 



Rogue Trooper 

Ran> i 

Hobo Kid 

Tfi»> Savage Emp»« . 

Final Command 

UN Squadron _____ 

Calica GT4 Hall, 

Straiego __________ 

Te*l Drive 3 .. 



Alwed DMllny 

loop* 

Vanine . 

Betray! .. — _, — _ 

Curie o' RA. .— 

Lin* o' Fire 

Eawal ___________ 



£1599 

_£1599 

_£)599 

£»699 

£15.99 

EQ99 

£1599 

£«99 

£1599 

£15.99 

£1599 

_ £1599 

£1599 

£1598 

£1599 

....... C 1599 



legend ol tha I oat £1599 

Act«c~ Station* £1999 

Blad* Waitior £ 15 99 

Devi ol Thunder __.. f 15 99 



PLEASE MAKE CHEQUES AND PO'S PAYABLE 'LEGEND SOFTWARE' 



Price 



DATE 
NAME: 



AMIGA 

PRICE 

£15 99 

£1599 

f 1999 

£1599 

£15 99 

£K).99 

£1993 

£13 99 

£15.99 

ran 

£1699 
£1599 
£1599 
£1399 
£1999 
£1599 
£1999 
£19.99 
E1939 
£1399 
£1399 
£1999 
£1599 

! I 1 t'l 

£1599 
£1599 
£1599 
£1599 
£1399 
£1599 
£1599 
£15 99 
£15 99 
£15 99 
EUJ99 
£15 99 
£1599 
£1999 
£1599 
£15.99 
£1599 
£1599 
£1599 
£1599 
£1599 
fi< 

£1999 
£1599 
£1599 

•IE H- 

£15.99 
£1599 
£1599 
£ 16.99 
£1599 
£1399 
£1599 
£1599 
£15.99 
£15.99 
£1599 
E1599 
E1599 
£1599 
£1599 
£1599 
£1599 
£1999 
£15 99 
£1599 



ADDRESS: 



P&P FREE IIM THE UK EUROPE ADD £1 .00: ELSEWHERE ADD £1.50: Z2/02 



POSTAL CODE: 



TEL: 



Taction 



Master 
System Indy 
and 

Paperboy 
reviewed 

Lynx look-in 
on Robo 
Squash, 
Rampage 
and Rygar 

Atari's new 
Panther 
console 
leaps into 
action 

Mega Drii 
Shark! 
Shark! 
Shark! an 
Dynamite 
Duke 

Xenon II and 
Speedball 
due for 
Master 
System 

Plus news, 
reviews, tips 
and cheats 



JOHN MADDEN 




24««« 3 1 ••• 1 7 mmm 

HUT, HUT, HUT! 



ISSUE SIXTEEN 



ATARI LYNX 
ATARI VCS 
NEO GEO 
NINTENDO ES 
NINTENDO GAME BOY 
PC ENGINE 

PC ENGINE SUPER GRAFX 

SEGA MS 

SEGA MEGA DRIVE 



REVIEWED 




RABIO LEPUS 
SPECIAL 

Jive bunny, high jinx shoot 
'em up hops onto the PC 
Engine. 




IMPOSSIBLE 
MISSION 

Stay a while in this classic 
rewrite on the Master 
System. 



r 



O Wol7 1<> 



zZ.3 



1 




BOY AND HIS 
BLOB 

Mind-boggling bouncer on 
the Game Boy will leave 
you babbling. 



ZERO 



81 




OFFICIAL 




DRIVI 




play... 
and replay 



... and play and play and play. 



The SEGA MEGA DRIVE Games Console is like that. 
You think you've mastered it. Hey, after all, it's only a 'game! 
You're feeling good — huh, man vs box of microchips ... Do me a favour 
Then it wipes the floor with you, leaves you feeling like so much 
dirty laundry and laughs in your face ... loser. 

The SEGA MEGA DRIVE Games Console — 
with 16-bit Power ... your fingers become weapons. 
C189.99 includes free game - 'Altered Beast! 




Available now. Iiom »clet outlet* ■>! Comel, Cur.,-. HlftWUlOW. MMM, W UI UB. I O W i 

Seltririges, Toys 'H' U%, Virgin Gam«« Canlrus *nd indnpondont compute* -.i i i i - 



Dim m m ui pi Dioi 



HOTLINE 
0407 760609 



JMgJWi 5PICCRMAN 
*'OM«C ROBOlUD-"-. . 

io the t\in#t ; 

MI . 

BATieCOMMw: 
BJlIlf MASTER 

8nnT«««c 
9UrZ«R*G MAY t3K 
e;s At Krmf 

t*G|yE. 

cm"** 




1 UPPER PARK STREET, HOLYHEAD, GWYNEDD LL65 1 HA 
ALL PRICES INCLUDE VAT & DELIVERY BY FIRST CLASS POST {UK 



& BFPO) 



NEW TITLES 
SENT DAY 
OF RELEASE 



crimcwav. 
days 0> thunder 
0(*:«irap 
KhB£CH] 
D» tract .. 
[WAOON&RllU 

0?ai,ijnwars 
DRAGONS breath _ 
DRAGONS O' FLAME 

DUNCIUNMAS'IR 
ICQ *HA*v*OMS 

Ens 

mm* 
lr\c 

(SWAT 

ijUllfJANS^lnitAiut 

<16COR*ATPlinT 
.i, .. L :._.-,. i 
f ALCQN MSSiON &5* i Of J 
f'SIEAlT" FIGHTER 
FTSRETaIIATOH 



COMPILATIONS 

AHtGA SI 

heroes dm HID 

U*«uToKt5U'*«n R«Mp||Mm SwWlA-J 
TNT . mo l| M 

■■■■■■ 'act— APB Oitgon Sp.»t. Haid 

Mn 

MAGNUM I . 



■ II K 1*M 

A'ieitpjir«i. Bum*" - Cti>-" Cu4d«< 
Op«-»-.-i« Wo*. &>.*• Onoo- 

•"LA'INUM -- 1171 lid 

Sf-n»t C*XU1 1 G»Ot.» »u-OD"»" Wli-Mi BdL* Tinn* 
WHEELS OF FIRE ma i I90 

Outrun On* HQ N»(d frit"-.". P..*. QnH 

"">w*a— . mi ii n 

Kpno" 7. LoiMwo RAC TV Sk-ii J oocult B«atoyr*> 

HIXLVYWOOCOUKnOM . 1IM IBM 

RoOoeoo. G-Wbuile-t 1. Itdianj Jo<*» bcnan 

WHEELS OF RRE II » II M 

Tuibo Out' tin C*«* MO Mjid D-.,ii. ?mii Quit 

UNO CAME! lift If TS 

NlMN Au«b"iI/ Conlltc Eu-:k» 

MASTER II fO UN 

'u*bo OtAti" Omdown Endu'bflKe' 

SOCCERMAAHA MM 1tn 
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CAT AMONG THE CONSOLES 



It's no secret that Atari is planning to 
unleash a new console to a suspecting 
audience. Question is just what will be 
inside the console. At present details of 
the new machine - dubbed Panther - are 
sketchy, but the following facts, semi- 
truths, rumours, lies (call them what you 
like) are circulating: 

■ The Panther will boast better-than- 
ST/STE graphics and sound hardware. 
No definite specs yet, bul sources at 
Atari have touted 24 bit (true) colour and 
16-bit sound (but does that mean two 8- 
bit channels? The Lynx is supposed to 
have 32-bit sound - in fact it has four 8- 
bit channels). 



■ ST compatibility has been ruled 
out. Atari wants to sell the machine to 
games players - that includes existing 
ST owners. 

■ Processor will be one of the 68K 
family. The 68000 is the most likely 
choice; it's cheap, fast and already in use 
in the ST, Amiga and Mega Drive. 

■ A price of £140 has been suggested 
- however. Atari reckoned it would 
bring the Lynx out at £100; it eventually 
appeared at almost double the initially- 
quoted figure. 

■ Nine developers already have the 
machine in the UK. That means you 
definitely will be hearing a lot more 
about it in early 1991. 



FORTRESS 
OF FEAR 



Acclaim/ £26/Game Boy 

The Game Boy is taking off in leaps and 
bounds. Fortress Of Fear just goes to 
show the wealth of games available 
overseas - if only Nintendo would start 
bringing them over here. 

Fortress Of Fear is based on the 
oldest of NES series, Wizards & 
Warriors. In fact, this latest mythical tale 
is the tenth W&W game! Of course, on 
the Game Boy, it's the Boy's very first 
taste of wizardry wonderment. 

The saga continues with the evil 
wizard Malkil abducting Kuros's 
favourite member of the royal family, 
the fair Princess Elaine. No calling out 
the Royal Guard for this princess, oh no, 
the gal's used to this sort of thing, after 
all this very same thing has landed her 
in trouble nine times before. You'd have 
thought she'd have got some decent 
security by now, but alas poor Kuros 
must again trek through the treacherous 
woods of Zanifer to the foreboding 
castle known as the Fortress of Fear. 

There are five chapters to be 
completed, with 18 short levels in each. 
Scattered throughout the predominantly 
horizontal levels are chests and keys. 
Putting one inside the other will reveal a 
helpful object - anything from a healing 
potion to jumping boots (!). Whether the 
littlo goodie is an extra life or just a 
cheap gem, every chest should be 
opened as a treasure is sure to Me 
within. Also along the way you'll find 
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Deep within the Fortress of Fear you 
encounter the Skull of Terror - scary stuff! 

lamb chops and goblets of ale; these will 
increase your life meter, while contact 
with the castle's occupants will most 
certainly not- 

Although Fortress Of Fear could 
easily be written off as a Marioland 
clone, on closer inspection it reveals 
much of WUards & Warriors' own 
contribution to the platform genre. If you 
want something that is much more than 
a straightforward platform game, with 
cunning as well as content, Fortress Of 
Fear comes up with the goods. 
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It's time to get ready for 
the exciting release of 
the following four Lynx 
titles: Roadblasters, 
Robo Squash, Rampage and 
Rygar. Particularly interesting 
should be Roadblasters since it 
features spectacular sound 
samples. The guy that produced 
K\ax is also responsible for 
Roadblasters - so make sure 
you keep an ear out for itl 

Remember the 
Rainbird game Flying 
Shark? Well Toaplan 
in Japan has produced 
the sequel for the Mega Drive. 
Called simply Samel, Samel, 
Same! (Shark!, Shark!. Shark'.) 
the game places you in the seat 
of a biplane. Shark! is a 
horizontally scrolling shoot 'em 
up featuring the most incredible 
power-ups and end-of-level 
planes ond ships. 






Shark! etc out on a Mega Drive 
near you sometime next year. 

Nothing's been 
^Uj^ confirmed yet, but 

Atari has hinted at a 

Lynx version of the 
cartoony Nine Lives featuring 
none other than our old favourite 
Bob Cat. What is it with Atari 
and cats? 

.,. Just when you though 
V": ' you'd heard the end of 
/Mb,. Bomb the Bass and all 
their little ditties, 
Mirrorsoft is about to 
launch Xenon // on the Master 
System. The highly acclaimed 
Bitmap Brothers shoot 'em up 
will accompany two other 
Mirrorsoft titles on the Master 
System, Speedball and Back To 
The Future II. 




Peach Boy (cute arcade 
adventure), Strip Mah Jong, Mah 
Jong Fairytale (mild version of 
the previous title), Jack Nicklaus 
Gold, TV Sports Football and 
Champion Wrestler. 
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CRITICAL 
INTEGRATION 

WIN! 



A SONY PORTABLE CD PLAYER 
AND A YEAR'S SUPPLY OF D.I. 
BUDGET RELEASES 
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4Qt Part flight sim, 
km part shoot 'em 
up with a bit of 
strategy thrown in 
for good measure/ ATF 
was something of a 
smasheroonie on 8-bit. 
Now the 16-bit 
revamped version ATF 
II has seen the light of 
day. To celebrate this 
and the success of 
their newish budget 
label Digital 
Integration are 
offering some rather 
fab prizes. 

For the .winner there's a Sony 
Mega Bass Discman portable 
CD player. Plug it into your 
home or car stereo or use it to irritate 
everyone on the bus. Five runners-up 
will be receiving a year's supply of 
Digital Integration's budget software 
through their doors, (Provided the 
letter box is big enough.) Not bad. eh? 

RIGID DIGITS 

To gel your grubby little hands on one 
of these distinctly clean prizes all you 
need do is cast an eye over these four 
questions concerning Digital 
Integration and its world. When 
you've sussed out for made a wild 
guess at) the answers, then it's time to 
start getting busy on the telephone. 
Ring (0898) 335513, give the 
number of each question followed by 
the letter of the answer (i.e. l.B 2.C 
etc). Then state your name, address 
and the format of your computer. 
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O Which was the Flight Sim 
that wen the European 
Leisure Computer Awards' 
'Simulator of Hie Year'? 

a) F- 1 6 Combat Pilot 

b) Fighter Pilot 

c) Tomahawk 

OWhat does ATF stand for? 
(And we're not talking 
Abnormally Tacky Film here.) 

a) Advanced Tactical Fighter 

b) Attacking Tactical Force 

c) Advanced Training Force 

HEALTH WARNING 

1 . Make sure you've got the permission 
of the bill payer to use the phone. 

2. Make sure you dial the right number 
- if someone asks you if you're wearing 
school uniform, hang up. 

3. Make especially sure that you give 
your name, address and the format of 
your computer. 



OWhat Is the name of Digital 
Integration's 1 6-bit Budget 
range? 

a) Budget 16 

b) Action 1 6 

c) Fighting 16 

OHow many tanks, ships 
and aircraft are there In 
the ATF box illustrations? 

a) 6 

b) 7 
«> 8 



RULES 

•Employees of Dennis Publishing or 
Digital Integration caught entering wilt 
be shot down in flames. 
• Entries phoned in after 3tst January 
1991 will be tactically ignored. 
•The Editor's decision is final . 



CONSOLE 



rrnrr 



PAPERBOY 
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Choose your route and gel cycling. Plenty 
•f extra papers can ba picked up en 
route, so don't worry about being aver 
enthusiastic with your throwing arm. 



US Gold/£29.99/Mas ter 
System 

taeMM ^° excuses ' or not 
VjUajT knowing what Ihe plot's 

all about. This game is old. Real 

old. Why. I remember when I 

was but two foot high and 

couldn't even step onto a 

skateboard... (0/7 Monteiro, 

you're straying. Ed.) So. anyhow 

your job is to successfully 

deliver papers to houses along a 

route over the course of a week. 

Your aim is to lose as few 

customers as possible. 

Burning down the street on a 

BMX. you've got to lob papers 

through the letterboxes of your 

customers and try to smash the 

windows of non-customers. Yes, 

yes, I know - sounds like great 

fun. The trouble is you've got to 

work at getting papers in 

letterboxes; smashing windows 

is a cinch. If you miss mailboxes. 

home owners withdraw their 

subscriptions. 

Completing a perfect round 

encourages no n -subscribers to 

subscribe. Scattered along your 

route are numerous obstacles; 

some mobile, some stationary. 

Stereos, rastas on BMXs, babies. 

cars, skateboarders on acid, 

lamp posts, killer tomatoes - they're all there. Well. okay, perhaps not the killer 
tomatoes. Despite its simplicity and age, Paperboy is surprisingly addictive. It 
certainly brings out the vandal in you. The graphics are very colourful - the best 

-ffjijHH °f a " 8-bit machine versions. And the 

Y|f £ VLERDICT^P^^^J breaking glass sound effects are a 
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Toe many windows and not enough 
letterboxes mean you and up In Hie 
news Instead of delivering It. 



IMPOSSIBLE 
MISSION 

US Gold7£29.99/Mastar System 

fi Yet another golden oldie makes an 
JT appearance on the Master System. 
\J Old - well he must be by now - Elvin 

Atombender wants to destroy the 
world. As agent 'I'm not a number' 4125, 
it's your task to somersault your way 
through Elvin's tower complex in search 
of pieces of a password puzzle which 
will crack Elvin's mainframe and bring 
the whole place down. 

The bits of password are hidden all 
over Elvin's domain, so you must search 
the furniture while avoiding 
Atombender's many menacing 
mechanoids. Robots fire short electrical 
pulses, so with skill you can leap over 
them, pick up a password and be out of 
a room before Atombender's had time to 
shoot a penguin. 

Once again, the Master System 
version of a classic game proves to be 
the best. A combination of excellent 
sampled sound, tremendous character 
animation and involving gameplay 
mean you will stay forever. 
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Agent 41 35 takes some time out to 
have a slash against some discarded 
desk. A risky venture considering the 
droids nearby. 
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INDIANA JONES 
AND THE LAST 
CRUSADE 



US Gold/E29.99/Master System 

. >. / The man with the whip, thong and 
.-jj ~ chain is back and this time he's 
M brought his kinky dad in on the act. 
^ The third in the Indy Jones series, 
sees Indy trying to find the Holy Grail 
before the Nazis get to it. AM he has to 
help him are his father's sketchy notes, 
jotted down on a pad posted to him 
from his father in Italy. 

Indiana Jones And The Last Crusade 
is based loosely round the film and is 
consequently split into various parts. In 



r » (it 



J. S I 



Indy whips out his stick and gives his 
dad o good thrashing..., sticks out his 
whip and thrashes a few snakes. 

the first scene, you have to search a 
network of caverns, caves and chasms 
to reach the Cross of Coronado. The 



ancient artefact has been stolen by 
treasure looters, who aim to use it for 
their own gain. You must first find the 
whip and then fight your way past thugs 
or put the cross in a museum where it 
belongs. Having collected the cross, you 
must escape on the roof of a circus train 
to level two. 

And so to Castle Brunwald, to track 
down the other half of the shield of the 
Knights Templar, which gives clues as to 
the whereabouts of the Grail and news 
of where Indy's father is held. Next stop 
is a zeppelin, dodging Nazis, rats and 
lightning. And there's more. The Grail's 
in sight, but disappearing tiles, invisible 
bridges and fake cups do their utmost to 
thwart your plans. 

At times the gameplay can gel 
frustrating due to untimely deaths - 
however, variety and stunning graphics 
keep you gripped. 
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ABIO LEPUS 
PECIAL 



Video System/£35/PC Engine 

*iaolj-i_!f? What havo Bu9s Bunn V and 

VirTTrnJL Be,ly Bo ° got in comm on? 

Well, for one. they've both 
been mentioned just once in this review 
so far, and secondly they both have the 
same initials. However, Bugs is a 
completely different matter. Did you 
know the fun bundle of furry fondleness 
celebrates his 50th birthday this year? It 
seems like only yesterday that I was 
down the Old Fleapit catching up on the 
latest exploits of Bugs. In fact, come to 
think of it, I haven't seen Betty Boo down 
at our cinema for ages. Indeed, Bets 
surely isn't 50 years old, so there's a 
couple of things they don't have in 
common. Mind you, their spindly legs 




Another rather vicious mechanised attack 
world'* bunny haters - boa. Mm 

are the same, and those big eyes aren't 
exactly dissimilar, in fact, I've never 
seen Bugs Bunny and Betty Boo on 
screen at the same time. Perhaps Bets 
dresses up as Bugs in her spare time - 
the public have a right to know! 

Meanwhile, over in Japan, the whole 
community's going Bugs Bunny crazy. 
Bugsmania is sweeping the country. 
From the youngest nipfperl to the oldest 
parent, everyone is dressing up in bunny 
costumes and going to work on specially 
adapted bunny rabbits, complete with 
harnesses. Is this a solution to their car- 
congested cities? Will this cure the smog 
cloud eternally hanging over the busy 
streets of Tokyo? Or. perhaps, this is 
another cheap public relations stunt to 
fool tho world into thinking that Japan 
has gone totally mad - while secretly 
they're producing top-rate films and 
music, thus negating a need for the rest 
of the world all together. 

Even so, the skies are full with 
rabbits. To cope with the rabbit traffic, a 
special rabbit patrol has been set up in 
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the hope that myxomatosis won't set in. 
And guess what, this is your lucky day, 
you've been commissioned to lead two 
young trainees through their first day in 
action. So, donning your rabbit suits, 
you jump into the skies. 

First thing you notice is that these 
ain't no ordinary rabbit suits. No, siree, 
these come complete with front-firing 
bullet outlets and multi-directional 
homing missiles. Due to the size of your 
pouch, the amount of missilos you can 
carry is limited - but I'd have thought 20 
was enough for any bunny. 

The law breakers you encounter in 
the debris-filled skies include mutant 
crocodiles, flying piranhas, strange 
mechanical monstrosities, and rogue 
Japanese car sales- 
men. Your only source 
of energy in the air is 
carrots. (Now do you 
believe you control a 
flying rabbit?) These 
should be picked up at 
all costs, as contact 
with the enemy or a 
piece of scenery will 
sap one of your three 
energy pods. 

While close-up 
fights can be dealt 
with by punching, and 
the odd flying ships by 
a spray of bullets, 
from the there will come a time 

when you need that 
something special - 
something to teach those greaseballs a 
lesson. This is when it becomes time for 
the flashing rabbit suit (I). A leftover 
from the Sixties, this psychedelic suit 
cycles through 32 colours and kills 
enemies by literally blinding them! So 
get close up or it won't be effective. 

If you get through tho eight enemy 
waves you'll be awarded the golden 
carrot and asked to appear in Bugs's 
next movie. But I wouldn't count your • 
chickens, because this game is too damn 
difficult (and there aren't any chickens in 
it). Admittedly, the graphics are some of 
the best ever seen on the PC Engine with 
great definition of the main character. 

However, the anger of getting killed 
so many times is too much to handle 
(even with three continues). If you've 
played shoot 'em ups all your life - like 
most of the Japanese have - you'll be 
laughing... alternatively, you'll be crying 
your eyes out in despair. 
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CHEATS! 



Those strange people with 
their odd tips are back 
again. There's just no 
stopping them but they do 
provide some rather 
useful, if shandyish, 
information after all. 

WORLD SOCCER 

Sega Master System 
When kicking off, press button two. 
Wait for the ball to arrive at the 
arrowed man, then press button one. 
A short chase later and you will have 
a clear shot at goal with only the 
keeper to beat. When playing a 
weaker side, shoot from further out 
as the keeper is slower responding. 
Adrian Johnson, London SE1. 

ENDURO RACER 

Sega Master System 
While on the title screen push the 
joystick up, down, left, right. You 
should now be able to choose which 
level you start on. 
Scott Gracey, Glenrothes, Fffe. 

ALEX KIDD IN 
MIRACLE WORLD 

Sega Mega Drive 
Here's the sequence for the paper, 
scissors, stone games. 
1) Stone, Stone. 2) Scissors, Scissors. 
3) Stone, Scissors. 4) Paper, Paper. 5) 
Stone, Stone. 6) Stone, Scissors. To 
beat Janken the Great choose Paper, 
Paper. 

John Stone, Manchester. 

POWERDRIFT 

PC Engine 

After failing to complete a course, 
when "Game Over" appears, keep 
your finger on burton one and press 
run twice. You should now start that 
level again. 

Matthew Anthony, Crewe. 

NEMESIS 

Game Boy 

Pause, up, up, down, down, left, 
right, left, right, button B button A 
then start. You should now have 
most of the weaponry. This only 

works once, so don't be greedy and 

use it early on! 

Alan Chang, Stanmore. 



H for 'hot rather super little 
I revelation for Alex Kidd 
* ■ Miracle World. John 
Stone from Manchester receives a 
groovy copy of Golden Axe on the 
Mega Drive. But there's no need to 
despair because you too could have 
brown paper packages dropping on 
your door mat. It couldn't be simpler 
- honest. Just scribble down some 
corking console cheats and 
tremendously tricky tips, put them in 
an envelope and mail them pronto to 
Cheat!, Console Action, ZERO, 
Dennis Publishing, 14 Rathbone 
Place, London W1P IDE. 
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JOHN MADDEN 
FOOTBALL 

Blimey, who on earth is this John Madden chappie? He 
doesn't play for Liverpool or Spurs, he wears stupid girlie 
padding all over himself and has never even heard of Kick 
Off. Hmm, must be a player from the Northern Vauxhall 
Double-Glazing Challenge League or something. (Actually, 
he's an American Football star. Ed.) 




Electronic Arts/ £39. 99/ Mega Drive 

Ugh! Hup! 38-24-36! Hyugh! 
31! Erm... Bleyargh! 14 and a 
bit! Um... (think this 
American Football malarkey 
is rather like playing bingo. 
The idea is to fill in your card 
while the quarterback calls 
out the numbers; then when 
you've got a full house, you 
run like hell towards the other 
end of the field, catch the 
ball he chucks to you, 
then do a realty daft 
wiggly dance while 
everybody goes 
mad screaming 
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'touchdown'! And, as far as I can tell, 
John Madden Football is a bit of a crap 
game really, because I can't seem to get 
a full house however many numbers get 
called out. Oh well, I'll persevere... 

(Two hours later./ So that's what it's 
all about! In fact, John Madden Football 
is not only a brilliant game in itself, but 
also an excellent way of understanding 
the most confusing ball game on earth, 

AM FOOTIE: THE LOW 
DOWN 

So what la it all about? Well, it's a bit like 
rugby really. The pitch is divided up into 
ten yard divisions (each sub-divided in 
single yards). At any one 
moment, one side is 'Offensive' 
and the other team is wearing 
deodorant (i.e. 'Defensive'). 
The Offensive team controls 
play, and has four goes at 
getting the ball ten yards or 
more closer to the opposition's 
'end zone' (goal) whilst it 
remains in their possession. 
These four attempts are called 
1st, 2nd, 3rd and 4th 'Downs'. If 
Ihey fail, the other team 
becomes the Offense. 

For instance, say you're on 
your 30 yard line and on the 
Offense. You have the choice 
of a 'passing play' (where 
your quarterback passes the 
ball to a man who is running 
down the field) or a 'running 
play' where your quarterback 
passes to a player who then runs 
headlong down the field until he's 
brought down. If you try a passing play 
and the 'receiver' fails to catch it, you'll 
now be on your 2nd Down and still 



DORMICE VERSU 
DOLPHINS 

"Ee-aw, call the po lice, cos 
we're the Dormice, and 
we're absolutely fab at 
passing." Erm, let's hope the 
team are better than the 
cheerleaders... 



Right ready for play. The Accrington 
Dormice {our team) are lined up 
against the Miami Dolphins. The 
Dolphins have kicked off and the 
Dorms have possession on their 25 
yard line. Selecting a 'Hands' team 
(ie getting our best receivers on the 
field), we then go for a 'Shotgun' 
formation (perfect for passing), wail 
till all the little men have run into 
their appropriate positions, then 
press 'C to 'snap' the ball. The 
quarterback catches it (he has a 
cross under him to show he's the 
active player), and the Mega Drive 
calls up three windows to highlight 




The Dormice pais Hie choccy blccles 
round Hi* huddle. 



have ten yards to make. This time you 
try a running play and you make four 
yards before you're brought down. It's 
now the 3rd Down and you've got six 
yards to go. You try another passing 
play, but this time your quarterback is 
'sacked' by the opposition before he's 
had a chance to throw the ball. You've 
tost eight yards in the play, and it's now 
4th Down with 12 yards to go. (In other 
words, you're worse off than when you 
started.) This time you perform a 31 yard 
pass, and you're now at your 49 yard 
line with another 1st Down. Understand? 

MADDENING IT AIN'T 

Once you've begun to get the hang of 
the rules. JM Footie gets better and 
better. The graphics are amazing for 




In the 'huddle'... 



Ready lor the 'snap'... 
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the possible people to 
pass to. Choose either A, 
B or C (or let the machine 
choose for you) and the 
quarterback chucks the 
ball. Assuming, mat is, 
that the Dolphins haven't 
made peanut butter of 
the Accrington Dormice 
front row and sacked 
him. 

Incidentally, each 
player in each team has 
his own personal 
characteristics marked 
out of 1 5. For example, 
the Dorms' Wide 
Receiver might have 
Speed: 13, Catching: 15, 
Breaking Tackles: 5 and 
Quickness: 13. In other 
words, he's fast, a 
reliable catcher but a bit 
of a wimp when 
confronted by a 28 stone 
Defensive Back. This 
adds to the fun, as you 
have to weigh up the 
diverse strengths and 
weaknesses of each 
team based on the 
individuals who make 
it up. 

Anyway, in this case, 
the Dorms' receiver 
makes his catch ond 
heads off down the field. Using the 
cursor pad, you take control and 
move him about, dodging the 
opposition. Pressing 'B' causes him 
to do a twirl to dodge a tackle, 'A' 
triggers a dive for an extra yard or 



starters. The pitch is rendered in true 
perspective, and as play moves around, 
the whole thing scrolls completely 
smoothly and with totally accurate 3D 
positioning. The footio sprites are super- 
bly animated for their size (including the 
manly padding), right down to little 
details: when you're running with the 
ball, press the 'C button and your man 
sticks his head down and tries to barge 
the tackier. Features like that add to the 
atmosphere and playability and get you 
into the swing of things. 

Gameplay is cleverly designed to let 
you take as active a role in the game as 
you want. Once you've picked your 
strategy, you can leave the machine to 
carry out the play for you or you can 
take over at any time. It's great when 
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Another momentous move - the Dormice 
quarterback passes the biscuit tin the bard way 
I.e. with a 45 yard passing play. 




Disaster! The Dolphin Linebackers hl|ack the 
blccy delivery, only to discover that they're plain 
chocolate after all! 



two, 'C makes him put his head 
down to pile through. This last 
one is dodgy, though; because he 
has a low Break Tackle factor, 
pressing 'C may cause a fumble, 
possibly giving the opposition 
possession. 




Blimey! We've reached the final! 



you're learning what all the various 
strategies actually do; the first few 
times, watch the Mega Drive perform 
them for you. then take over later on. 

You can play JM Footie in a number 
of different set-up modes: Regular 
Season (normal one-off matches). 
Sudden Death (the first to score wins) 
and Playoff (a full knock-out compe- 
tition). Choose the teams you want on 
the field and then set them up to be 
either Player One. Player Two or John 
Madden (computer controlled). In other 
words, you can play against a friend or 
the Mega Drive itself. Set the length of 
each Quarter (either five minutes or 15) 
and you're off! 

In the Playoffs, there's a neat option 
allowing you to 'save' the game 
between matches. After you've played, 
you'll be given a seven digit code which 
describes the current situation in the 
Playoffs. Next time you turn on, you can 
continue this game by entering the code- 
Overall, JM Footie is an unmissable 
Mega Drive cart. If you're into American 
Football, then you probably decided to 
buy it before you even read this. But in 
fact, almost anyone could get into it. 
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A BOY AND 
HIS BLOB 



Jaleco/£26/Game Boy 

David Crane, remember him? 
f V \ No? Ghostbusters, remember 
them? Of course you do, well 
Dave just happened to be the 
brains behind the million- 
selling computer game of 
yonks ago. From Pitfallxo Little 
Computer People the guy 
could do no wrong. Since then 
Dave's been bashing away on 
the old Nintendo for the last 
three years and one of his first 
products happened to be the 
strangely entitled A Boy And His Blob. 
After appearing a year ago on the NES. a 
Game Boy version has surfaced, 
containing all the attraction and appeal 
of the original bouncing bonanza. 

The Blob of the title is a lovable little 
character who has escaped from his 
persecuted planet to Earth where he has 
met up with the Boy. Boy, too. is a happy 
little chap, complete with rucksack and 
jellybeans. By chucking different types 
of jellybean down the Blob's gaping gob. 
the wobbling wonder can metamorpho- 
size into any of 14 different shapes. 
Throw a vanilla jellyboan down his 
mouth and the Blob will change into an 
umbrella (useful for descending gaping 
holes). Then there are the licorice and 
punch jellybeans to turn Blob into a 
ladder or a trampoline or even a bird. All 
come in useful when you're trying to 
find the vitamins which will help Blob's 
fellow compatriots back on Blobolonia. 

The game is packed with great 
features. Not only does Blob turn into a 
weird and wonderful array of useful 
objects, but he also comes running after 
you when you whistle for him. A Man 
And His Blob is one of the finest arcade 
adventures you'll get for the Game Boy. 
Although the game is initially difficult to 
get into, perseverance brings rewards. 
The later rooms in the complex are 
beautifully intricate, with superb use of 
that cleverly developed shading 
technique. This one will play and play. 

THE VERDICT^ 




Bleb takes his normal form as Boy 
offers a juicy jellybean. 
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FREE Catalogue Disk (Plus latest demos when available) with every order over £10.00 (AMIGA/ST ONLY} 

• All orders despatched by 1st class post 
• 7 day 24 hour ordering 
• Quality products at keenest prices 
• Credit card accounts debited only on despatch of goods 
• Complete customer satisfaction is our aim 



Order by Telephone: 

Credit card order telephone lines: 0602 2521 13 or 0602 225368 

By Fax: 

Fax your order with credit card details: 0602 430177 

By Mail: 

Send payment with order 
Please give your name, address, telephone no, sofltware title, price advertised and computer type. 
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Amiga Second Drive 
+ Any three software titles with our 
advertised price of £17.95 or less 
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Amiga Second Drive 
* Any two software titles with our 
advertised price £17.95 or less 
ONLY £99.99 
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Amiga % meg upgrade 
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1795 


Port! ol Call 


76 96 


7695 


Power drome 


999 


999 


Rick Dangerous 2 


2795 


77 95 


Secret ill Monkey Island 22.94 


77 95 


Secret nl the Silver 






Blades. 


77 95 


2295 


Srtenl Service 7 


2695 


76 95 


San City 


77 96 


77 95 


Storm Across Europe 


77 96 




Storm vik 


7795 


22 95 


Strike Fleet 
Stunrunrwir 
Super league Soccer 


999 

7295 
1795 


999 

22 95 
1796 


Supremacy 


76 95 


26.95 


Team Yankee 


7695 


76*5 


Teenage Mutant Hero 






Turtles 


27 95 


2795 


Test Drive} 


77 95 


22*5 


Tournament Gof 


17*5 


17 96 


Tracon 2, 


34 96 


34 95 


TV Spoils Basketball 


76 96 


76 95 


Welltrrt 


7795 


2295 


White Death 


76 96 


76 95 


Wrshoengei 


999 


9 99 


Wonderland 


76 95 


26 95 


Worts Champ Soccer 


1796 


1795 


Zola ._ 


999 


9*9 



»Cl6MSOFIW»«( 

688 Sub Attack 
Accolade m Action 
Compaction 

Bards Tale 2 

Batik-chess 7 
Bldikrercj Battle ol 

Aidnennes , . 

Buck Roger*. 

Cms Simulator 

Cue* Yeagers Flight 
Trainer 

Dungeon Matter 
Fl5Striko£egle2 
Fl9SleallhFighter 
Ferran Formula 1 
Finest Hour Battle ol 

Britain 

Flight ol the intruder 



»» 35" 
279 5 77 96 

77 96 2295 
9 99 999 
22 95 72 95 

2695 76 95 
76 95 26 95 

27 95 22*5 

9*9 9 99 

29 99 29 99 

76 96 2695 

28 9 5 26 95 
999 999 

27 95 77 95 

29 99 29 99 



SEGA MEDADRIVE | import) 

Alter burner J 31 00 

Altered Beasl , 23 00 

Arrow Flash 37 no 

A*».- 34 00 

Batman 35 go 

Burning Foice 34 00 

Column* 23.00 

DM Boy 23 00 

Dynamite Duke 34 00 

E-Swat 30 00 

Fat man J7 00 

Golden Ane 27 00 

Helllire 34 00 

Master Golf 73 00 

Moomvalker 31 00 

New Zealand Slory 23 00 

»Mlan Saga 2 27 00 

Slrider m 00 

Super Hang Ol) 26 00 

Super Monaco Grand Pru 34.00 

Super Real Basket bait 26 00 

Super Shmubi 26 OC 

Woild Soccer 26 00 



Please make cheques or postal orders payable to WORLDWIDE SOFTWARF 
ALL PRICES INCLUDE POSTAGE AND PACKAGING IN THE UK 
ADVERTISEO PRICES ARE FOR MAIL AND TELEPHONE ORDERS 
MOT ALL TITLES RELEASED AT TIME OF GOING TO PRESS 
TITLES AND PRICES SUBJECT TO CHANGE 



Outside Europe shipping costs are 
f 200 |wi disc loi normal nitmail 
f 3 00 |ier disc lor express airmail 



I 



readers 7 pages 




Send all your old 
crap to Yikes! ZERO, 
Dennis Publishing, 
14 Rathbone Place, London 

Wl P 1 DE - there might even be 
a rather super free 'gift' in it for 
you (if we feel like it). 




J ALL THE HITS^ 



TT 



I M 



On The Alan P. Thorpe Show 

(The DJ who's so crap that no self respecting radio 
station would touch him - even with eight bargepoles.) 





Roy 




Yo. Ho. Ho! It'sc-c-c-c-c-c-Christ- 
mas! tit's not actually. Ed.) And 
you know what that means, don't 
you? Yes, it means it's, er, Christmas. Yo! 
Get down to a yuletide slice of rave from 
Sade - Merry Christmas Mr Lawrence! 

(Put on Merry Christmas Everybody 
by Slade. Ed.) 

Happening! Yo! Get down! Kickin'! 
Smart! Woof! Boogie! Slice! Chill! 
Bomb-outl Monster! And what a show 
I've got lined up for you today! First of 
all I've got lots and lots of your favourite 
records, secondly I've got lots and lots 
of superb phone-in competitions and 
thirdly I've got another interview! You'll 
just have to wait to seo who it's going to 
be though, because it's competition 
time. Yay! Okay, who wants to win a 
superb Glan-y-Mor Leisure Park badge? 
It's white, with red writing at the 
bottom and a lovely little smiling 
sun logo at the top. Not many 
people have one of these and it 
could be yours for the price of a 
phone call. 1071) 243 1284's the 
number, and here's the question: 
What single featured Betty Boo and 
Sinitta singing together? I want the 
name of the recording artists who sung 
on it. Yup, it is of course Janet Jackson 
and Sinead O'Connor. Whoops, gave 
that one away a bit, I'll do another. 
Which famous Swedish band had a 
recent top ten single called / Should Be 
So Lucky? It's so easy that the switch- 
board's going to be jammed. Okay, time 
for another slice of rave. It's Fog On The 
Tyne by Bobby Charlton. Slice! 
(Put on Gazza Rap. Ed.) 

G-g-g-g-g-g-g-Yo! It's Alan P. Thorpe 
here and if you've just tuned in, you've 
missed a Sade single, a Jackie Charlton 
single and you've also missed out on the 
win of a lifetime - a Glan-y-Mor Leisure 
Park Badge, But you're here now, so 
don't go away. Okay. I'm going to 
interview Roy Castle, tap dancer 
extraordinaire and host of that ever 
popular Channel Four quiz show They 
Break Records! I had arranged to do the 
entire interview by fax. as it'd give me 
more time to think of my questions in 
case of an emergency - but I haven't got 
a fax machine so it's going to be over 
the telephone. I'll just dial his number. 
Roy: Hello? 

Alan: Yo! Roy! It's me, Alan P. Thorpe! 
Roy: Who? 

Alan: Alan P. Thorpe. The radio 
interview. Remember? 




Roy: I think you must have the wrong 
number, my name's Mabel Barrington... 
Alan: Aaargh! Sorry, I thought you were 
Roy Castle. 

Mabel: Do I sound like Roy Castle? 
Alan: I don't know, I've never spoken to 
him before, 

Mabel: Well, I'm not him. Goodbye. 
(Click.) 

Oh dear, that wasn't a very good 
start. Let's go again. (Dialling noises.) 
Roy: Hello? 

Alan: Is that Roy Castle? 
Roy: Yes. Who's that? 
Alan: Yo! It's me, Alan P. Thorpe. You 
said I could interview you on the 
telephone for my radio show. 
Roy: Oh. Er, yes, I did. didn't I? 
Alan: So, Roy, how did you get the job 
on Channel Four's They Break Records? 
Roy: Eh? It's The Record Breakers I 
work on, for the BBC. I don't think 
They Break Records exists on any 
channel. 

Alan: Aaargghh. Er. sorry, it's my 
handwriting. Urn, so how did you 
get the job on, er... 
Roy: Record Breakers. Well, I just 
auditioned for it and got the job. And it 
helped that I could play the trumpet. 
Alan: Weren't you injured while filming 
a horse riding scene in a Four Muske- 
teers movie a couple of years ago? 
Roy: Eh? No. it wasn't me - it was Roy 
Kinnear: and he was tragically killed. 
Alan: Aaaarggh, I've put my foot in it 
haven't I? You were brothers then? 
Roy: Eh? 

Alan: You've got the same name... 
Roy: We're both called Roy, yes. That 
doesn't mean we're brothers... 
Alan: Oh yes (aaargghh). of course. 
Sorry, I've got all flustered and confused. 
Um. um - er, well, all my other questions 
are about that horse riding accident. So. 
er, er. er. you can, er. play the accordian ? 
Roy: The trumpet. 

Alan: The trumpet! That's what I meant. 

Roy: Yes. I can play the trumpet. 

Alan: Er, er, er, er... (embarrassingly long 

pause). Can I go now? 

Roy: What - that's it, is it? 

Alan: I've got to go to the toilet! 

Roy: Okay, Nice speaking to you. Bye. 

Oh no, I'm going to be sick. I'll stick a 

rave on the deck and then check out. 

This is Alan P. Thorpe saying goodbye to 

the sound of Little House On The Prairie 

by Sean O'Connelly! Rave! (Sound of 

Alan being sick on his lap.) 

(Put on a Sean O'Connelly record {?). Ed.) 
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Amiga and Atari ST compatible 
SVa" External Floppy Drives 




Evesham 
Micros 



ff Very quiet 

• Sleek, high quality metal casing 

• Slimline design, with Cooling Vents 

• Quality Citizen Drive Mechanism 
t Full compatibility with any Atari ST 

and with any Commodore Amiga 

• Throughport (Amiga) 

• External plug-In PSU (Atari ST) 

• On / Off switch on rear of drive 

• Full 1Mb Unformatted Capacity 

• Long reach connection cable 



Dont Forget - All our prices 
Include VAT and Deliver if 



ATARI ST VERSION ONLY 





AMIGA VERSION ONLY 





Including VAT and delivery 



AATARI 



All Out Alan ST puce* include mouse KM gu'drj ele 
PLUS 5 disks 01 Public Domain s ware including pom) 
program. Mordo'ocossor. games Qraphicsa-'d utilities 



NEW! 520 STE TURBO PACK 



Features the latest S20STE •ntti tMb dnve, )oyTOc*. mouse, user gutis, 5 dirts ol put*c (toman 
Mftware. prtis 1 Mjfi quality selection ol entertainment and aeatrvrty software, including : 
Indiana Jones A Last Crusade Blood Money 
imoossibio Minion It Super Cycle 

Human Killing Machine Out Run 

: -j ■ ■ BreatH An jn.n, 

Hype* Paint 2 (SIE version) FirST BASIC 

MjUc Maker 2 (STE version) STOS 



f£359.99 

V VAT a. Delivery 



) 



520 STFM DISCOVERY PACK 



High quality. good value package based around Ihe 520STFM computer including 
512K RAM, 1Mb Olive and built-in TV modulator. Also supplied Is: 

STOS Game Creator Outrun 
Carrier Command Bomb Jack 

Space Harrier Neochrome 
FirST BASIC Atari ST Tour 

plus 'Discovering your Atari ST' Book 
ALSO AVAILABLE WITH 1MB RAM FITTED. FOR ONLY £330.00 



c 



£269.99 

Inc. VAT A Doll very 



) 



520STE 1Mb Memory Upgrade, very easy to ft. Instructions provided £40 00 

520/1040 STE RAM Upgrade kit lo 2Mb. very easy lo St „ C1 1 9.00 

520/ 1 040 STE RAM Upgrade kit to 4Mb. very easy to fit £235.00 

I040STE Professional Package - includes Kuma W/P(ocosaor, Database. 
Spreadsheet and Graphics Package, plus 1st Basic. 'STAC Adventure 
Creator, 'Hyper Paint' (new STE version) and 'Prince' game afl lor only .... £429 00 

520 STFM 1Mb Internal drive upgrade kit with lull instructions £54.95 

520 STFM 1Mb RAM upgrade krt. requires soldering £59 00 fitted £84.00 

520 STF/STFM Sotderless 1Mb RAM Upgrade kit ■ simple fining procedure ... £69 95 

Mega STI with mono monitor £599.00 

Mega ST2 with mono monitor ™ „ £849 00 

Mega ST4 with mono monitor £1099 00 

SMI 24 high resolution monochrome monitor £99 00 

SC'224 colour monitor , £269 00 

Megafile 30Mb hard dish £439 00 

5V External 40/60 track drive (360V720K) IBM compatible £99.00 

vidi-ST 16 tone video frame grabber inc. digitising software £89 00 

Philips CM8833 medium res. stereo colour monitor, with A/ V inputs £249.00 

TrueMouse superbly responsive ST mouse, excellent value for money £17.95 

STF/STFM/STE Joystick accessibility extension adapter £ 4.95 

Lynn Portable Colour Entertainment System, inc. 'California Games* card £159 .00 



AMIGA 500 

SPECIAL DEALS 



All our A500 Packages £S£ ££, 5 
include the following: ™^ BMS 



WordprOCCSttH & 5p' Sl>[rl 

'1 -r- ■ ■ 1 O'and - ■ 1 
Bciim V.' id 1 nan ftupn 
Super Mucy 



A500 1Mb Class of the 90 s pack Including 8 software trues. A501 RAM Upgrade. 

TV modulator. 10 disks, mouse mat, video tape and much more £54900 

A500 51 2K Screen Gems Pack including 5 titles and TV modulator £37900 

A 500 1Mb Screen Gems Pack includes 512K RAM/Clock upgrade £409.00 

A500 Screen Genu Peck with Drive Includes our 2nd 3'/,' Drive .... £430.00 

A500 1Mb Screen Gema Pack vrtth Drive 

featuring our 1 Mb RAM Upgrade plus our 2nd 3V," External Drive E 465.00 



1 5Mb RAM Board with 51 JK RAM 

TESSA uereo amplified speaker system 
MI0I Interface wttti In, Out* Thru pom ... 
Sound Sampler (Mic,'AudiO IrpirS) ttWare 

Commodore A590 20 Wi Hard OUk £ 

A590 with «0Mb Hani Disk lined £ 

Kckstart 1 3 Upgrade pack 

PMillpr. CMS833 Ml 1 1 colour monitor C 



€6495 VtdiAmiga video dowor package -..EM.OO 

f 3* 95 Vidi-ROB RGB spider tor VIOI £5900 

£ 19.95 VKH-Cirome colour accessory lor VB3I C 16.00 

C29 95 M«GEN Genlock Adaptor _._E9S.OO 

279 00 Kraft TrackbeJ incMNxaabte auioftrs/drag . E 44.95 

399 00 TrueMouse Hi Res. ouakty guaranteed C 1 7.95 

C 2995 AMOS Game Creator „, ,„ , £37.50 

249 00 Amoa 500 Oust Cover e 4 95 




DOUBLE TAKE! 
PHILIPS 15" FST 
TV /MONITOR 

(MODEL 2530) 



New model from Philips' Superb 
quality, stylish medium 
resolution FST colour TV/ 
monitor to suit Ine ST or Amiga. 
Features teletext, full Infra-red 
remote control. Euroconnector. 
Video/Audio Input and 
hoadphone output connectors, 
60 tuner presets, external aenai 
connector and loop aerial 
Supplied with connection cable 
(please state your computer 
type when ordonng). 



GREAT 
VALUE ! 

£269.00 

Includes VAT 
and computer 
.connection ieod 



AMIGA A500 

512K 
MEMORY 
UPGRADE 



ONLY £34.95 '^.YvVry* 



512K RAM/CLOCK EXPANSION FEATURES : 

-V Direct replacement for the A501 expansion 

-V Convenient On / Oft Memory Switch 

-V Auto-recharging battery backed Real-time Clock 

-V Compact unit size : Ultra-neat design 

-V Uses only 4 low power consumption D-RAMs 



RAM expansion without clock, only ... £29.95 



Evesham Micros 



ALL PRICES INCLUDE VAT AND DELIVERY 

Same day despatch whenever possible. Eipress Courier delivery £5.00 exiia 



RETAIL SHOWROOMS 



Ainrf 9 St Richards R 
Evesham 
Wore* WR1 1 6XJ 

W 0386-765180 
tea I 03BB - 76535* 
Own Mon - Sat. 9 00 - 5 30 




5 Gilsson Road 
Cambridge CB1 2HA 

tT 0223-323898 
'■■ I 0223 -322853 
Ope- Mon - Sat, 9 30 • B OO 
Spooa/isf ECucat>on Cento* 




) 762 Pershore Rood 

Cotterldge 
Birmingham 1330 3BH 

tT 021 -458 4564 
ran : 021 -433 3525 
Open Mon - Sal, 9 00 • 5 30 



i MAIL ORDER DEPARTMENT r-i 

Unit 9 St Richards Rd, Evesham, Worcs WRIT 6XJ 


i 




Call us now on (©0386 -765500 1 

8 lines, Open Men - Sat, 9.00 • 5 30. Fax : 036fl-76S354 
Technical support (open Mon • Frt. 9.30 • 5.30) : 0386-40303 ] 


•H 


. , Stud an O'ttti »iiA ( hequi. Pettal 

£»XJ Onlrr or ACCESS/VISA card dtimth 


Ootfmnmi. Education Jt PLC orden welcome 
All pmlucu covered by 12 Mcauhi Warranty 
All load) iuIqki ui availability E A O F. 



readers' pages 



SMACK IN THE MARTH! 



Where we ask you to send 
us a picture of yourself 
after having had, not to 
put too fine a point on it, the crap 
kicked out of you. It's the only way 
to actually profit from a pasting, 
because you can win a software 
prize of your choice. 



Face It Oliver, some things you can't 
cover up with lipstick and powder. 



First up this month we have 
Oliver Williams of Warwickshire 

who's 'bluffed' his way into the mag 
with a bit of make-up. Nice try, but 
unfortunately it doesn't earn any 
software. It all boils down to the 
fact that to earn yourself a rather 
fab game, you need to have 
suffered some real pain and send in 
a photo which proves it. Which is 
exactly what 'contestant' number 
two has done... 
It's A. J. King of Wirral, 
Merseyside, who enclosed the 
following letter: 

"HOWZATH Here I am, bruising 
and swelling to face, neck and 
chest, broken jaw both sides, jaw 
wired together (hence Elvis type 
smile) and a few less teeth than 
before I bought last month's mag. 
The cause of the beating was 
because I was jumped ™ resulting in 
not only the injuries above, but also 
in internal bleeding (hence yellow 
coloured chest). The person with me 
is my wife, Angela." 

That's the stuff - although 
unfortunately the damage isn't done 
justice by the black and white of the 
Yikesl pages. Still, well done A.J. 



■ W A 




HIGHEST JOYSTICK 
IN THE WORLD 

(Where you photograph a joystick at high altitude 
- amongst other things.) 



WOh dear, you're all 
getting a bit crap again. 
If you don't pull your 
fingers out we may have 
to close this section 
down, Right, seeing as 
Concorde's been done I 
think we can assume 
that nobody's going to 
top that - so the aircraft aided altitude 
can go. That leaves three categories: 
Q Highest land based altitude. The 
record so far is about 10,000 
feet. High, yes, but not 
unbeatable (as long as you're 
not confined to the UK), 

f) Joysticks in unusual places, 
elf-explanatory really, er, 
joysticks in unusual places. 
We've got one this month as it 
happens. 

Q Joysticks in the must 
disgustingly scumbaggish room 
imaginable. Got a joystick? 
Great. Got a room? Of course 
you have. Well, mess it all up, 
place a joystick in it and then 



'snap'. Photo appears in ZERO and you 
win a prize*. 

So, here's this month's entry. It's not 
totally brilliant or anything like that - but 
all the same it's not a place you'd norm- 
ally find a joystick, so it could be termed 
"unusual". It's from Chris Carter of 
Wokingham in Berks, and features his 
Quickshot II in a washing machine. In his 
letter, Chris promises that "Joystick in 
tree and joystick under dog will be 
coming soon". See if you can beat him. 




1 , 



W fl 



Mr. and Mrs. King after the beating, 
t J What about the rest of 

[_ """^x Y ou? Been fortunate 
* J enough to have recorded 

an injury on a photograph? You 
don't have to have been actually 
beaten up, either. Oh no, you can 
even enter with injuries sustained in 
a motorcycle crash or a 
mountaineering accident or 
something. Why suffer in silence? 
Share your pain with the world. 
(And actually profit from it.) 
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NORMS 

McWHIRTER 
GETS A JOB AS A 
GREENGROCER 



A short play by Patty Bonet. 




NorHs McWhlrter 



It's Wednesday morning in 
Norris's shop.... 
Madge: Mr McWhirter? 
Norris: (Sternly) Yes? 
Madge: What shall I do with 
this length of garlic bulbs? 
Norris: String 'em up (it's the 
only language they understand). 



It's here! 



NEW ALLCOPY-SYSTEM 2 

COPIES ALL AMIGA SOFTWARE 



With ihe new Allcopy Backup Syslem 2 even a Beginner 
can make backups like a professional. 

We have developed a new. more efficient backup copy- 
program which even ihe hardiest protections have not 
been able to stop completely- in addition to an extra 
diskdrive you'll need the hardware copying equipment 
included in the ACS package in order to utilize an the 
functions of this unparalled program which includes a 
concise handbook 

The new ACS 2 >s also usable with Amiga 2000. Ybu wtll 
also be able to make copies of different computer formats: 
Atan ST. PC etc 

A new Visual Mode allows you to inspect more accu- 
rately the contents of disk tracks. This quality makes it 
possible to make copies of future programs with difficult 
protections. 

It is vital for us to maintain our reputation as the 
producers of the most efficient copyprogram Therefore 
we send all the purchasers of ACS 1 a copy of ACS 2 
totally free. 

The utility program set which comes wiih the ACS 
equipment can be partially used without an extra disk- 
dnve The programs contain several details which advise 
and improve the controlling of the copyprocess. For 
example. ACS has a unique function which allows you 
locate the diskdrive and track in which copyerror occurred 
even if you are using four diskdrives 

ACS 2 is at least as necessary investment as an extra 
RAM memory or an extra diskdrive. 
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YES... Send me an ACS 2 copysystem with software 
at 139 + CM Postage. 

DON'T SEND MONEYI Allcopy System relivered directly 
to your home. Pay after the to-day trial period. 

Name 



Address 



Country 

NOTE. Buy 2 sets or more and save 20 °o off price 
Pay t' 31 for one each Postage is 13 no matter how 
many you order. I order _ _ sets. 



Cut 



out 



and mai 



in an s«a^P" 



Don 



■1 



forget 



P.O. BOX 65 
SF-33721 TAMPERE 
FINLAND 



This device rmj^ 



so 



ftware- 



... AND AT THIS REDICILOUSLY LOW PHICE 



EQUIPMENT + 
SOFTWARE only 



£39 



DISKS DISKS DISKS DISKS DISKS DISKS DISKS 



31 2" DS/DD 135tpi GENUINE SONY UNBRANDED DISKS 

ONLY 40p each (mimimum quantity 10 disks) 



10 


25 


50 


100 


.50 


.50 


.50 


.50 


.87 


.87 


.87 


.87 


1.00 


1.00 


1.00 


1.00 



QUANTITY 

3 DS/DD 135ipi Preformatted 
1/2" DS/HD 2mb 

DS/HD 2mb Preformaucd 

DS/DD COLOURED 

(boxed in red, yellow, orange, blue, green) £4.50 per box of 10 

DS/HD 2mb COLOURED 

(boxed as above) .£8.00 per box of 10 

ALL THE ABOVE DISKS COME WITH LABLES 



QUANTITY 



JS/DD 
1/4 DS/HD 1.6 mb 

DS/HD Preformatted 

ALL 5 1/4" DISKS COME WITH LABLES SLEEVES & WRITE PROTECTS ALL 
OUR DISKS ARE 100% CERTIFIED GUARANTEED 



10 


25 


50 


100 


.26 


.25 


.24 


.23 


.45 


.44 


.43 


.42 


.55 


.54 


.53 


.52 



LO<.'KABLKyr<;KAtiK BOXES 

3 1/2" 40 capacity £4.50 each 
3 1/2" 50 capacity £4.95 each 
3 1/2" 80 capacity £5.50 each 
3 1/2" 100 capacity £6.25 each 
5 1/4" 50 capacity £4.50 each 
5 1/4" 100 capacity £5.75 each 
EXTRA LAKKI.S 
31/2" & 51/4" 

100 labels £1.50 

1000 labels .£8.50 

LIBRARY CASES 

3l/2" 10 capacity £1.05 each 
51/4" 10 capacity £1.05 each 



KANX BOXES 

Slackable lockable disk storage 
can be looked together for 
horizontal or vertical stacking. 

Holds 70 disks One box £9.00 

2 or more boxes £8.00 eacl 

MOUSE MAT £2.00 

MOUSE POCKET £2.40 



( LEANING KITS 

31/2" & 51/4" disk & fluid £2.00 each 



we OFFER a no on Kin i: 
REPALCEMENT OR MONEY 
BACK GUARANTEE 




Media VALUE (0784)4*6744 

Northumberland Use, FAX (0784) 450845 

Depl ZERO 02/91, CREDIT CARD 

Drake Ave.. HOTLINE (24 hours) 

Staines, 10784)451011 
Middlesex TWIM 2A1" 



QUANTITY 


DESCRIPTION 


PRICE 


Jot \; 


































ALL PRICES INCLUDE VAT 


PI STACF. & 
l'A( KAGINt 




TOTAL 





I enclose a Chcquc/PO for...„ 

Crcdil Card No: , _ 

lixpiry Dale: , Signature 



Name: 

Address:. 



|..|".Ulltl"*ltll ■>** 



lll|IM*H4ltilt|tl|ltttlkU<tt<» 



Post Code: „ Telephone: 

Postage and Packing........ £2.75 

Next Dav Delivery (UK only) £10.00 

E. & O. E. 

TELEPHONE: (0784) 466744 

Prices are subject to change without notice 



BIACK MOON 




BIACK MOON 



COMPUTERS 



AMIGA 50i 

SCREEN GEMS 





♦ BLACK MOON PACK 

512K HAM, 1 MEGABYTE DISK 
DRIVE. TV MODULATOR, MOUSE. 

MANUALS & TUTDRIAL DISK. 
KICKSTART 13. WORKBENCH 13. 
BACK TO THE FUTURE II. DAYS OF 
THUNDER. SHADOW OF THE 
BEAST II. NIGHT BREED. DELUXE 
PAINT II. DISK BOX. MOUSE MAT. 
DUST COVER. 10 BLANK DISKS 
AND TWO SUPERB JOYSTICKS 




AMIGA 500, KICKSTART 1.3. WORKBENCH 1.3, MANUALS 
& TUTORIAL, MOUSE, MODULATOR. 



AMIGA 500 

SCREEN GEMS 
(Standard pack) 



AMIGA 500 

FLIGHT OF FANTASY 
(Standard pack) 

369.95 



BATMAN PACK 
(Standard pack) 

369.9 



AMIGA 



500 



369.95 - 



FLIGHT OF FANTASY 





All our 
hardware comes with 
1 years GUARANTEE 
and FREE J 
delivery 




t BUCK MOON PACK 

512K RAM. 1 MEGABYTE DISK 
DRIVE. TV MODULATOR. MOUSE, 
MANUALS & TUTORIAL DISK. 
KICKSTART 13. WORKBENCH 13. 

F29 RETALIATOR. RAINBOW 
ISLANDS. E FTPOTR M DELUXE 
PAINT II. OISK BOX. MOUSE MAT. 

DUST COVER. 10 BLANK DISKS 
> AND TWO SUPERB JOYSTICKS 



599.95 



3.5 40 holder with 10 3.5 d.s.d.d 11.99 
3.5 40 holder with 20 3.5 d.s.d.d 15.99 
3.5 40 holder with 40 3.5 d.s.dxJ 27.99 
3.5 80 holder with 10 3.5 d.s.d.d 13.99 
3.5 80 holder with 40 3.5 d.s.d.d 29.99 
3.5 80 holder with 80 3.5 d.s.d.d 49.99 

Cheetha 125 7.99 

Cheetha starprobe 14.99 

Pro 5000 extra 14.99 

Konix navigator 14.99 

Replacement mouse 29.95 



CM 8833 COLOUR, STEREO 

MONITOR 24995 

1 MEGABYTE d b 

EXTERNAL DRIVE 6995 
512k MEMORY EXPANSION 

+ CLOCK 49.95 

COMMODORE GS GAMES 

CONSOLE 9995 

SEGA MEGADRIVE . 18995 




+ BLACK MOON PACK 

F AMIGA 500, MOUSE MODULATOR. 

MANUALS. AMI MEMORY 
EXPANSION. PRO WRITE 2 5, 
0 PAINT II. D PRINT II. INFO FILE. 

LOGO MUSIC MOUSE. TALKING 
TURTLE. BBC EMULATOR. BOX OF 
10 DISKS. MOUSE MAT. RESOURSE 
FILE. INTRO VIOEO. LET'S SPELL AT 
l HOME. OUST COVER AND TWO 
i SUPERB JOYSTICKS 



AMIGA A590 




• BIACK MOON PACK 



U Mt&ABYK MABO DRIVE WITH 2 ME GAB' If 
UNPOPUlAHO BOARD [KB BO" MOUSE MAT 
AND DUST COVER I OR AMIGA 500 






ATARI LYNX 

HANDHELD 
CONSOLE 

Colour handheld Console 
High definition graphics 
Multi-player Capability 
CommS link cable 
4 Channel Sound 
Power Adaptor 
California Games 
Pallette of 4096 Colours 
Cartridges to 8 megabyte 



ATARI 520 STFM 

ISCOVER 
PACK 

2K 16 bit Computer 
Pallette of 512 colours 
16 on screen 
2 Joystick ports 
Midi ports 
Printer ports 
GEM operating system 
complete with:- 



BLACK MOON PACK 



STOS 
Neochrome 
First basic 
St tour 

Carrier Command 
Outrun 
Space harrier 
Bomb jack 
Disk box 
Mouse mat 
Dust cover 
10 blank disks 
2 superb joysticks 



TURBO 
PACK 

512K 16 bit Computer 
Pallette of 4096 colours 
16 on screen 
Upgradable to 2 meg 
Stereo sound 
Hardware Scrolling 
Genlock Capability 
Blitter chip fitted 
Analogue Joystick port 
complete with 



BLACK MOON PACK 



STOS 
Basic, Music Maker II 
Hyperpaint II 
Indiana Jones 
Impossible Mission II 
Human Killing machine 
Super cycle, Outrun 
Dragons breath, Anarchy 
Bloodmoney, Disk box. 
Mouse mat. Dust cover. 
10 blank disks 
2 superb joysticks 



ATARI 1040 STE 

EXTRA 
PACK 

1 Megabyte 16 bit 
Computer 

Pallette of 4096 colours 
16 on screen 
Upgradable to 4 meg 
Stereo sound 
Hardware Scrolling 
Genlock Capability 
Blitter chip fitted 
Analogue Joystick port 
complete with:- 



BLACK MOON PACK 



ST Word 
ST Calc 
ST Base 
STAC 
Hyperpaint 
First Basic 
Prince 

Disk box, Mouse mat, 
Dust cover, 10 blank disks J 
2 superb joysticks 



179.95 I 299.95 J 399.95 499.95 



ATARI 520 STFM 
DISCOVERY Q7Q Qr 

ATARI 520 STE 

359.95 

ATARI 1040 STE 



CM BB33 Colour sleieo 
monitor 

1 megabyte O S. 
external drive 



459.95 



SMI2L monochrome 
monitor 

Megafile 30 hard drive 
Megafila 60 hard drive 
Sega megadnve 



24935 

7995 

. 99.95 
499.99 
689.99 
189.95 



35 40 holder wtih 10 35 dsdd 
35 40 holder with 20 35 a '.a a 
35 40 holder with 40 35 ds.dd 
35 BO holder with 10 35 d s d d 
3 5 80 holder with 40 35 d sdd 
35 B0 holder with SO 35 d) d d 

Cheetha 125.. 

Cheetha starprobe 

Pro 5000 extra 

Konix navigator 

Replacement mouse . , . 



36A Osborne Street, Colchester, Essex. C02 7DB 



PHONE (0206) 560638 



CHEQUES AND POSTAL ORDERS PAYABLE TO BLACK MOON. POST AND PACKING FREE IN UK. Overseas charged at cost 
bubject to availability and price change without notice. Some titles may net be released at time of going to press Shop prices 
may vary, but personal callers can claim advertised discounts on production of cut-off slip. All prices include VAT 




All our 
hardware comes with 
1 years GUARANTEE 
and FREE 
delivery 



r 
I 
I 
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TITLE 


COMP 


PRICE 






































ZERO JAN TOTAL E 





Name 
Address 




Tel No 



Have you ordered from us before (yes/no) 



A NEW WORLD OF POWER 




FOR ONLY 

£34.99 



THE 



Si 





DUPLICATION 
PROBLEMS 










WARNING 1986 COPYRIGHT ACT WARNING 

Dalet Electiomra LID . no«tn" cotillons* nor auiHonwi mo uso of nt r/Cdum ic* We leaMucbon ol 

copyngnr malsnal 

Ihe backup lablitias oi mis product are de&onM u 'WHim only Krttwm buCTi as Pubic Domain 
mannal uMt 0*" r*cg<ai*u o» ufMrara a-hera penmaaion to ma» * backup has Wmn deal* grven 
II -i (legal to maKo uffk"* frv*n li» tOif (w uv of copynght materia) wfout the B>ptms nvminan ot 
Iho copyrajhl owns*, or Om licence* tiaraof 





HOW TO GET YOUR 
TELEPHONE (24 Hrs) - 



YflGiO EXPRESS- II 

- CREDIT CARD ORDERS 



0782 744707 



WE WILL DESPATCH YOUR ORDER QUICKLY ft EFFICIENTLY 10 ENABLE YOU 10 START BECIEVINQ THE BENEFITS OF YOUR PURCHASE WITHIN DAYS, NOT WEEKS. 
ORDERS NORMAL L Y DESPATCHED WITHIN 4fl Hrv ALL CHEOU6G ■POSTAL ORDERS MADE PAYABLE TO.. 

DA7EL ELeCTitOplCS" LTD., 

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND 

TECHNICAL/CUSTOMER SERVICE 0782 744324 ^^nV^N 



subscriptions 



PAY ABSOLUTELY ZERO! 



FOR AN OCEAN GAME WORTH £29.99!!! 



Just take out a subscription to ZERO and choose one 
of these four astounding new games from Ocean. 



► 



GIVE US ONLY £19.99 



AND WE'LL GIVE YOU: 

• Twelve issues of ZERO - the best 
16-bit games magazine money 
can buy! 

• A brand new Ocean release FREE! 

• At least SIX FREE cover- 
mounted disks 

• A special Sub ZERO newsletter 
exclusive to Subbers 

• A split side' 




o you realise what a bargain 
this is - we're positively 
giving away a subscription. If 
you bought all your copies in the 
shops it would cost you at least 
£26.40 and you wouldn't gel a FREE 
GAME. What's more you'd have to 
walk all the way to the newsagents 
to buy it. So do yerself a favour - 
send off for a subscription NOWI 

NEWSFLASH: This offer will close on 
January 31st 1991. After this date 
the subscription price will increase. 



ZERO SUBS ORDER FORM 

• Please fill in the coupon using BLOCK CAPITALS, ticking all appropriate boxes. 



UK 

Europe & Eire 
Overseas 



£19.95 
£24.95 
£29.95 



I I I enclose a cheque/postal order for £ 

Dennis Publishing Ltd (ZERO). 

I I Please charge my:Visa/Mastercord 



made payable to 



Account No. 



Expiry Date 



Signature 



Credit card orders can be placed by phone on 071 580 8908 
between 2.00 - 5.00 every day. (Over 1 8's only - soxl) 

• Okay, so I've parted with the readies so bung me the following game: 



NARC 

NIGHTBREED - THE INTERACTIVE MOVIE 
BATMAN THE MOVIE 
BATTLE COMMAND 



On this format: | [ rtf) 1 1 



3.5" | | 5.25" 



STOP PRESS: If paying by credit card you can choose the continuous credit 
option and save o further £1 off the subscription price. Take advantage of this 
offer by ticking this box here: ! I 

• And here's all my very personal details: 
NAME 



ADDRESS 



POSTCODE 



TEL NO. 



INSIDE LEG 



• Have you filled in the coupon? Enclosed the dosh in one form or another? 
Well, place this coupon in an envelope and return it to the ZIRO Subscription 
Department, FREE POST 7, London, Wit 4EZ. Payment from Europe and 
overseas should be mailed in on envelope to the ZERO Subscription 
Department, 14 Bath bone Place, London, W1P IDE England. 
Your subscription will commence from the next issue though you may receive 
your first issue slightly later than when it arrives in the shops. Your FREE game 
will be sent as soon as the game is ready for release from Ocean Software - 
please be patient. 



Ref 



587/0 2 



"Only available to those with a sense of humour! 



8c 




NARC 

ST/ Amiga 



Ft* 



NIGHTBREED - THE 
INTERACTIVE MOVIE 



ST/Amiga 




BATMAN THE MOVIE 

PC 




BATTLE COMMAND 

ST/Amiga 



ZERO 
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MAIL ORDER COUPON 




■ 



Fill in the form using BLOCK CAPITALS ond tick appropriate boxes. 

O ZERO BINDER 

Keep your priceless copies of ZERO in mint condition by 
investing in our stylish binder - or better still buy two! 

TYPE PRICE ORDER NO. 

One Binder £4.99 1 BIN □ 

Two Binders £9.00 2 BIN L 

O ATARI LYNX save cist 

You can't beat the Lynx portable colour entertainment 
system. Play all the latest console games on the move. 
Complete with AC power lead and California Games. 

TYPE PRICE ORDER NO. QUANTITY 
Atari £164.99 LYNX 

O GAME MAKER'S MANUAL 

For ST games fanatics - how about programming a few 
of your own? The ST Owners Games Maker's Manual 
will show you step-by-step just what to do. 

TYPE PRICE ORDER NO. QUANTITY 
Game Maker £11.95 BK 1 

OZER0 SHAREWARE 

PC games on shareware. Get your hands on some 
wicked titles at knockdown prices! 

QUANTITY 



TYPE 


PRICE 


FORMAT CODE 






3.5 


525 


Clone Invaders 


£4.99 


zpisd 


ZPILG 


Cribbage 


£4.99 


ZP2S □ 


ZP2LU 


Frogger 


£4.99 


ZP3S □ 


ZP3L D 


Hangman 


£4.99 


ZP4S □ 


ZP4Ll~l 


Hellfire 


£4.99 


ZP5S □ 


zpslD 


Plebs 


£4.99 


ZP6S n 


ZP6LD 



Oback issues 

Got one ZERO short of a collection? You must be mad) 
Well, just fill in the coupon for a quick remedy I 

QUANTTY 



ISSUE 


FEATURES 


PRICE 


Q-!DER 


No. 1 


FREE disk 


£1.95 


Zl 


No. 3 


Barman map 


£1.95 


Z3 


No. 4 


Switchblade map 


£1.95 


Z4 


No. S 


Space Ace solution 


£1.95 


Z5 


No. 6 


FREE Tips Booklet 


£1.95 


Z6 


No. 7 


F-29 Retaliator tips' 


£2.95 


Z7 


No. 8 


Chaos tips 


£1.95 


Z8 


No. 9 


Gravity tips 


£1.95 


Z9 


No. 10 


Treasure Trap Hps 


£1.95 


Z10 


No. 1 1 


Flood secret rooms* 


£2.95 


Zll 


No. 12 


Last Ninja II solution* 


£2.95 


Z12 


No. 13 


Oppo Stealth solution' 


£2.95 


Z13 


No. 14 


Beast II solution* 


£2.95 


Z14 






"with disk 




NAMI 









POSTCODE 



.Total cost (includes P&P|: £ 



Total number of items ordered 

I have enclosed o cheque/ postal order for tfae total sum of £ 
mode payable to Dennis Oneshots (ZERO) Ltd. 

I would lilie to pay by credit card; Visa i 1 Access I 
Card No 



Expiry date 



/ / 



Signoturc 



So>d ike form*. ZERO MAIL ORDER, PO Box 320, London N21 2MB. Ov«*<» 
order; muW odd o Further C2 to COW potfogo and pay by Eurocheque in UK pound* trading 
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ZERO 




tOOT SALE! 



ZERO 



mail order 



O CRIBBAGE Q HANGMAN Q 

O FROGGER O CL0NE INVADERS 
O HELLFIRE Q PLEBS 



C4.05 'BpfBienfi ihr piodudlon organ I >a Hanoi and potrngp <o>>> to 

IIBO So if you find you roolly an|oy any o( fhata game*. Itien 

pivot* l>» hon.it ond land lh. author iKe nominal roqu.itod. 





■ mi in it mil. 



r 



ZERO PC 
SHAREWARE 
Classic games 
at classic 
prices! 





ATARI LYNX 
The latest 
games on 
the move at 
arm's length! 



Write your own 
games with the 
ST GAME MAKER'S 
MANUAL 



The Game 
Maker's Manual 



WHICH OHE 
WOULD MAKE 
A ZERO 
REVIEWER? 





The answer, of course, 
is 'either 7 : as we all 
know, personal 
appearances are 
meaningless. (Though it 
helps if you can catch 
flies with your tongue.) 

ZERO is on the lookout for 
'talent' to contribute 
material on a freelance 
basis to the magazine's 
highly successful and 
bulging reviews and 
^P>"4 previews sections. 

! Preferably over 16, based in 
or near London and free 
■,".1 during working hours, 

I you're the proud owner of 
an ST, Amiga and/or PC. You're 
completely familiar with ZERO and 
your knowledge of computer 
entertainment is only exceeded 
by your appeal to members of 
the opposite sex." 

Experience of writing is not as 
important as enthusiasm and a 
feeling for the inimitable ZERO 
f style. 

If you're interested, then send us 
a short review (preferably 
typewritten) of a recent game to: 
"It's A Blimmlit' Cinch This 
Reviewing Lark", ZERO 
Magazine, 1 4 Rathbone 
Place, London W1P IDE. 

Highlights of the, best 
review will be printed in 
Yikes! if we feel like it. 
We're sorry but we can't 
return any manuscripts so 
make sure you keep a copy 
if you want one. 




'If you're lucky. 



ZERO 
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readers 7 page 



GIVE OR TAKE 



f you have something you want to get rid of, then 
there are clinics which can help. If, on the other hand, 
you want to sell your ST or Amiga, throw away your 
SAM Coupe or announce your brother's engagement to 
Koo Stark, then fill in the free ad coupon below. No 
selling of software and no businesses are allowed (try 
Launchpad). And pirates will be roasted alive on a slow 
spit - FAST regularly checks up so you've been warned. 



HARDWARE 

• A500, colour TV, Printer. Hi-Fi, 
200> disks. 75* Amiga maga/inos, 
4 joysticks and much more. Cost 
£3000. sell for £1400 ono. Contact 
Justin, 106721 20970. 

• Amiga 500, 1 Meg, two joysticks, 
over £300 worth of software, Scan 
lead and modulator, only £500 for 
the lot! Write to Jeremy Pardon, 23 
Larkhill Road, Abingdon, Oxon 
0X14 1BL. Ono. 

• Amiga 500. A501 expansion, six 
months old, four year guarantee, 
loads of games, K02, 6B8 Attack 
Sub, Midwinter. King's Quest, 
£450. Phone Steve (0772) 457294 
nights. 

• Amiga 500, two joysticks, spare 
mouse, power pack, approx 100 
games, plus magazines, worth 
about £1500 in total, sell all for 
£450, ask for Simon, area Essex, 
(el; (0277) 230016. 

• Amiga A500, 1 Meg. six months, 
warranty, stereo colour monitor, 
games, joystick, mouse, all 
manuals £550. Ml: (0285) 653389. 
after 6pm. 

• Amiga A500, TV modulator and 
external drive etc. all boxed. Plus 
over £550 worth ol software, 
amounts to over £1000, a bargain 



at £460 ono, tet: (081) 363 4983. 

• Atari 20STFM, 1 Meg internal 
drive, with manuals and Fast Basic 
(disk) £175, phone (0272I 662318. 

• Atari 520 STE with 30 games 
and joysticks and a free Gameboy 
for £300, contact Yasser on 1071) 
267 0681. 

• Atari 520 STE with mouse, 
joystick, with 35 pieces of 
software, all for £400, contact 
Yasser on (071)267 0681. 

• Atari 520ST, quick sale, over 
£400 worth of games, 2 months 
old, joystick, mouse etc. Can 
deliver, will accept £320 ono. Tel: 
(071) 435 5568 pm office hours 
(081)450 8944. Julian. 

• Atari 520STFM, 1 year old, 110+ 
games including Rainbow Islands, 
Shadow Warriors, Elite, many 
other applications including FAST. 
Two joysticks, mouse. 4 player 
interface. Tel: (0559) 384488. Ask 
for Richard. £750 ono. 

• Atari 520STFM, boxed with 
second sided double drive and 
accessories and games, worth 
£750-, a bargain at £400 ono. 
Telephone Neil on Maidstone 
(0622) 716555. 

• Atari 520STFM, mouse mat, 
joystick. 32 games. 10 blank disks. 



BOOK 



f you'd lika to advertiie in Give or Take, please fill In the coupon below In BLOCK CAPITALS 
and send it to Give or Take, ZERO, 14 Ralhbone Piece. London W1P 1DE. Don'l lorgei 
to enclose your address and phono number and remember to mark the envelope with the 
appropriate section It you want your ad primed. We can't accept any software sales and 
private advertise** will have to advertise in the Classifieds section. 

• Please include my advert (which it no more than 30 words) 
under the following heading: 

hardware software pen pals lonely hearts 
wanted fanzines messages and events 
births, deaths, marriages and divorce q 

Nbm 

Address 

Post Code 



tt you don't want lo dissect your spanking new copy of ZERO, it's simple - use a photocopy. 

Oi ZERO r.iinnot guarantee lo place every ad received ZERO 16 
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word processor, ST Organiser, 
Spelt Check. ST Basic, paint 
program, phone Charlton (071) 
511 1690 alter 4.30 pm. 

• Atari 520STFM. two drives. 25* 
games including Drakkhen, 
Bloodwych. Xenomorph, 
Populous and DM plus magazines 
and some PD software. Yours for 
a bargain £275, coll Paul (0703) 
783675 (Southampton). 

• Atari 2600 console, in working 
order. Accessories complete. £160 
worth of games, will sell for £50 
ono. Ring Duncan on 10204) 
691003. 

• Atari ST, over £200 worth of 
software, mags, manuals, joystick, 
games include Turrican, Beast, 
Ghouls 'N' Ghosts, perfect 
condition, still guaranteed, will 
sell for £300. Contact Joe. (081) 
943 1925 (after 5pm). 

• Atari STE, 1 Meg HAM, £B5 
worth of games with all parts and 
in VGC, sell for £325 or swop for 
an Amiga 500 or a colour PC 
compet. Tet: (0509) 267926. 

• Commodore Amiga A500 for 
sale in VGC with three joysticks, 
seven games. Workbench, Deluxe 
Paint 2, mouse mat, Virus Killer, 
still boned £370. phone Simon on 
(0602)623037. 

• Commodore Amiga for sale, 1 
Meg upgrade, second drive, and 
oodles of original software, make 
me an offer 1 Worth £1200* phone 
Watford (0923) 245030 after 6pm 
and get a bargain. Adam. 

SOFTWARE 

• Amiga Public Domain to swop, 
over 100 disks, also looking for 
good ST modules for P.D., 100% 
reply. Simon Bos, 32 Mountfields 
Drive, Loughborough, LE11 3JE. 

• Mags for safe: ST Action/ 
Format, Amiga Action/Format, 
some with disks, 21 mags 
altogether, the lot for £20, will sell 
separate, phone for details (041) 
638 0052, Glasgow, hurryl 

• Sega Mega Drive games 
wanted! Will pay good prices. 
Anything I have not got I wilt have 
immediately 1 Phone (061) 626 
3271 after 4pm and ask for Shui 
Wei. Get phoning! 

• Sega swop club: exchange your 
unwanted Mega Drive/Master 
System software, for details, send 
SAE or 40p to: SSC. 10 Sandwith 
Road, Todwick. Sheffield, S. Yorks 
S31 0JP. 

• Wanted, Untouchables or Lost 
Patrol. Will swop thoso for Space 
Ace. Phone Ashley on Reading 
560554 NOW. 

PENPALS 

• Amiga contacts wanted for 
demo and utility swopping elc. 
Send your list or disks for a 100% 
fast reply to me: Tiernan, 29 King 
Street, Fintona, Co. Tyrone, N. 
Ireland BT78 2BG. 

• Atari ST Public Domain 
software to swop. Send for my 
small but rapidly expanding list 
(sae would be appreciated). 
James Kilner, 120 Wigginton 
Road. Tamworth, Staffs B79 8RW. 



• SAM Coupe programmer, 
recently got Amiga, wants 
contacts on: 68000 programming, 
PD, anything about Amiga. So, 
you Amigans, write to: Stephen 
Wilson, 41 Warrix Ave, Irvine, 
Ayrshire, Scotland KA12 0DW. 
(0294) 74694. 

WANTED 

• 19 year old lager tout wants 
contacts for ST to swop games, 
PD. tips and XXXX. 100% reply. 
(No shandy drinkers.) Write to: 
Mtchaelangelo, 12 Glebe Ave, 
Hunstanton. Norfolk PE3B 6BS. 

• 2400 External Modem wanted, 
will offer over £500 of original ST 
software and my Hayes compot 
1200/1200 (I would prefer the 
Amstrad 2400). Write to: 7 Powis 
Grove, Kenilworth. Warks. 

• Video Digitiser for ST with all 
the stuff needed (camera pref but 
no essential). Will swop for 
Spectrum gamos and/or ST games 
and/or cash. Please write to 
Adamski, 12 Glebe Ave, 
Hunstanton, Norfolk PE36 6BS. 
iBIimey, what a big house you 
must have. Ed.) 

• Wanted Darius- and Knight 
Force for Atari ST. Will buy or 
swop for other games including 
Power Drift and Pac'and. Would 
also like Quartet. 

• Wanted Leisure Suit Larry lllot 
Space Quest /, (7 or /// for Atari ST. 
Wilt swop Larry II or Manhunter 
New York. Gold Bush or Police 
Quest I and //. Phone 1061) 792 
5546. 

MESSAGES AND EVENTS 

• Gord, get your hair cut. Matt, 
where's your Ninja lass Liz? 
Sharpy, stop being skinny and eat 
food, Skeletor. Oh, and Nick, get a 
new car please. From Sime. 

• Look, there is just nooooo! need 
for a certain person who is catted 
"BUNNYIP" so I am going to 
punch him. Just letting you know 
right. (See yaaaa.t 

LONELY HEARTS 

• Are you femate, aged between 
12 and 15 (or younger!? Then 
write to me for a good... y'know... 
Nigel Clayton, 44 Pine Grove, 
Monton, Eccles, Manchester, or 
phone 707 3364. Nice one. 

• Female ST contacts wanted, 
other humans welcome, from any 
country: USA. Europe etc so got 
writing to: Steve Hutchison, 205 
Turnberry Ave, Ardler, Dundee, 
Scotland DD2 3TH. UK. Write 
now I 

• Hoy' Any female computer 
users out there aged about 17 and 
into underground music??? I 
doubt itf But write to SO at 421 
New Ashby Road, Loughborough, 
Leics LE11 0EU. 

FANZINES 

• Lookl A magazine on disk, 
featuring games, pokes, letters, 
jokes etc. etc. Just ordor yours 
now for just £2 from Chris 'n' 
Chris, 70 llmington Road, Weoley 
Castle, Birmingham B29 5LJ. 



: Tim rorrtnft; Art Editor- Ca*«rr.ne Nigg* Deputy Editors Oovd Witwn Prodis Han Editor. Amnya Lop«s Staff Writer Pool Lata. Adventures: NMie Ge"n»i. ConaoU 
v?rl*i Ku»«w;M»»r»:$K(0<lCSn*er. DoveRabarn Coniriburort: fX^an N^ocf>yv)IA JonNo^.Sue Ic*«i Same) Egefl(».Jooa»iu"C«vi«i.S'e'pPK,Kpi. looHorUp. Ad Manager. 
«W JU»titontAclMar*ige«5;monWtW«ombo DirtOer: Aii.tor Pornnoy Publisher, 'mm Mooghan . Production Manager! 

M'ddle*v . Cinrufotion Manager. Soon forma*. Marketing Wvkei Monoger. loe Slngrose. Subscriptions Monogor. June Smiln Finance Director: Colin CrawWd, 
xJ. Chairman: Fot* Dtnrm. Published by: Denm* PvbtoKing Ud . U lla*bone Mow, london W1P )Di, Telephone! 071 o-'lt 1433j Fox: 0/1. 
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43G7v?4.lmag« 



ymhol Lid, 15 r*r«mofl rouoge, land 
i W: 001-027 81 11. All *o**iol in Z 
y pubkow ond iTterm rather avail 



tot. London Prrored by 



i. G'tUghom. Kent DUfribuiioni 5M, 6 uMgHom 
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How do you fancy winning a Sega Out Run Arcade Machine, so you can use 

whenever you want and never have to pay to play? You bet!!! Well, this brilliant 
arcade game is worth £2000 and to give yourself a chance of winning it all you 
have to do is call 0898 101988 where you'll have to try and beat our race course 
before you get beaten by the clock!! If you get to the finish line In time and 
leave the best answer to our tiebreaker question t hen this rad machine is you rs!!! 



Calls cost 33p (cheap rate) and 44p (at all other times) per minute including VAT. Populuxe Productions, PO Box 1640, London, NW1 8NG. 
Please ask your parents permission before you call. Average length ot the call is 5.5 minutes and we advise that you ring at cheap rale. 



SOMEONE HAS STOLEN MY Ql/ll MIND 




NO STAMP 
REQUIRED 
IF POSTED 
WITHIN THE 
UK AND 
NORTHERN 
IRELAND 



ZERO 



Subscription Department 
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"THERE ONCE WAS A 
GEEZER CALLED STAN, 
VJ'A& WEN? TO THE 
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DISK* AND I'LL OIVE 
YOU A KISS, _ 
COZ WE NEED TO 
MAKE THIS RHYME 
SCAN." 

. P. LAKIN FAMOUS AUTHORESS 



